PRIMA PUBLISHING 
3000 LAVA RIDGE COURT 
ROSEVILLE, CA 95661 
WWW.PRIMAGAMES.COM 


Getting Started eet neee aae a renee OE 2 
WORLD I — SUNRISE SPRING 


® and Prima Publishing® are registered trademarks of 
Prima Communications, Inc. 


©2000 by Prima Publishing. Alll rights reserved. No part of this book may 
be reproduced or transmitted in any form or by any means, electronic or 


mechanical, including photocopying, recording, or by any information 
storage or retrieval system without written permission from Prima 
Publishing, except for the inclusion of quotations in a review. 


~ ™ js a trademark of Dimension Publishing, Inc. 


Author: Mark Androvich 
Producer/Designer:Tim Lindquist 


Spyro:Year of the Dragon™ & © 2000 Universal Interactive 

Studios, Inc. All rights reserved. Developed by Insomniac Games, Inc.All rights 
reserved. PlayStation and the PlayStation logos are registered trademarks of 
Sony Computer Entertainment Inc. 


Special thanks:Ami Blaire, Ted Price, Michael John, Grady Hunt, Donovan Soto, 


Shelley Ashitomi, Greg Phillips, Marta Khosraw,Andrew House, Molly Smith, Jack 


Tretton,Andrea Banse 


Important: 

Prima Publishing has made every effort to determine that the information contained in this 
book is accurate. However, the publisher makes no warranty, either expressed or implied, as to 
the accuracy, effectiveness, or completeness of the material in this book; nor does the publisher 
assume liability for damages, either incidental or consequential, that may result from using the 
information in this book. The publisher cannot provide information regarding game play, hints 
and strategies, or problems with hardware or software. Questions should be directed to the 

- support numbers provided by the game and device manufacturers in their documentation. 
Some game tricks require precise timing and may require repeated attempts before the desired 
result is achieved. 


ISBN: 0-7615-3181-5 
Library of Congress Catalog Card Number: 00- 10862 
Printed in the United States of America 


00 01 0203 KK 10987654321 


SUPER BONUS ROUND....... 


Sunrise Spring Home 
Sunny Villa... 
Cloud Spire 
Molten Crater 
Seashell Shore 
Sheila's Alp... 
Mushroom Speedway. 
Buzz's Dungeon (Boss) 
Crawdad Farmi (BONUS) eassssssssssssscsssssesessseesssseeeeesseeeeete 25 


WORLD 2 — MIDDAY GARDENS 


Midday Garden Home. 


Spooky Swamp... 
Bamboo Terrace. 
Sgt. Byrd's Base ... 
Country Speedway 

Spike's Arena (Boss) . 
Spider Town (Bonus). 


WORLD 3 — EVENING LAKE 


Evening Lake Hom 
Lost Fleet... 


Charmed Ridge... 
Bentley's Outpost . 
Honey Speedway... 
Scorch's Pit (Boss) 
Starfish Reef (Bonus) 


WORLD 4 — MIDNIGHT MOUNTAIN 


Midnight Mountain Home 
Crystal Islands 
Desert Ruin: 
Haunted Tomb. 
Dino Mines .. 
Agent 9's Lal 
Harbor Speedway . 
Sorceress’ Lair (Boss)... 
Bugbot Factory (Bonus 


Jump/Glide (X Button): 

Press it once to cause you to Jump 
into the air.At the height of your 
jump, pressing the X button again 
will start you on a downward 
Glide. (NOTE:You cannot jump 
while walking on ice.) 


Camera Movement (L2/R2): 
Press and hold these buttons to 
manually rotate the camera in a 
clockwise or counterclockwise 
direction, respectively. 
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Flame/Shoot (@ Button): 

Press the @ button to blast fire 
from your mouth. If you have 
swallowed an object, pressing the 
@ button will shoot the object 
out.When you man a cannon, 
press the @ button to fire it. 


Camera Quick-Snap (LI or RI): 
After manually rotating the 
camera, press either of these 
buttons to quickly center the 
camera behind Spyro. 


Atlas (SELECT): 

Press SELECT to call up the Atlas, 
which gives you a report on the 
status of your quest: namely, how 
many Gems are remaining, and 
hints on how to find the Eggs. 


ESSENTIAL INFORMATION 


Whether you're a newcomer, or a return visitor to Spyro's universe, you'll want to peruse the following 
information before undertaking your quest. 


Charge (@ Button): 

Pressing the E button will cause 
you to lower your head and 
charge straight ahead with a burst 
of speed. If you keep the button 
held down, you will continue to 
charge until you hit an obstacle or 
enemy. (NOTE: You cannot charge 
while walking on ice.) 


Move (D-pad or Left Analog Stick): 
Move in all directions. 


Menu Screen (START): 

Calls up a Menu screen which 
allows you to select from various 
options. 


Free Look (4 Button): 

Pressing the A button and 
holding it down will switch to a 
look-around mode. In this mode, 
you can use the D-Pad or Left 
Analog Stick to move the camera 
and look around your 
environment. If you are carrying 
an item in your mouth, pressing 
the A will switch to a first- 
person camera view.A targeting 
cursor will then appear to allow 
you to aim your projectile. Use 
the @ button to shoot. If you are 
standing in front of a character 
with whom you can converse, 
pressing 4 will allow you to talk. 


Gliding: 
Press X at the top of a jump to 
start Gliding. 


Hovering: 
Press A at the end of a glide to 
give you a final boost. 


Climbing: 

Press the X button near ladders 
and other climbing surfaces to 
jump on to them. Use the D- 
pad/left analog stick to move on 
the surface. 


Swimming: 


Headbashing: 

After jumping into the air, press 
A and you will land head-first. 
This move is useful for breaking 
open rocks and other containers. 


While on the surface, press the Œ button to dive 
underwater. To swim at normal speed, press and hold the X 
button.To charge, press and hold ™. Press the X button to 
jump out of the water whenever you are on the surface. 


At various times throughout the game, you will come across Power-up gates. By passing through them, you can improve your normal abilities for as long as the 
timer lasts (or until the gauge is empty). 


Supercharge 
Allows you to do more damage than usual while charging objects/enemies 
Superfly 
Allows you to remain in the air until the gauge runs out 
Superflame 
Allows you to shoot fireballs instead of your usual flame 
Invincible 
Allows you to not take any damage until the gauge runs out 


You might have noticed the little dragonfly that is Spyro's best friend. His name is Sparx, and he is the key to understanding 
your health. Whenever you take damage, Sparx will change color from glowing gold (full health) to blue and then to green. If 
Sparx disappears, you'll know that your character is one more hit away from losing a life. To replenish Sparx' energy, there is 
some fodder in every level: sheep, crawdads, frogs, rabbits, and other harmless creatures. Either charge or flame the fodder 
to turn them into butterflies, which Sparx then consumes. 


Spyro: Year of the Dragon consists of four different worlds: Sunrise Spring, Midday Garden, Evening Lake, and Midnight 
Mountain. There is a "Home" level in each of these worlds which acts as a hub for the Portals which grant you access to 
every level of that particular world. Some of these Portals may not be accessible until you have recovered a certain number 
of Eggs or Gems. In each world, one of the levels is a Race, one requires you to play as a Friend of Spyro, one requires you to 


Í Sunrisk Spring Words > 


400800 ed S 


n 
Press to warg to level 


400400" et G 
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While you do not have to collect every Gem and every Egg in order to finish the game (you cannot unlock the Super Bonus 
Level until you do so), you do have to visit each of the five main levels in each world (excluding Race, Boss, and Bonus levels). 
And, you must perform the primary objective in each world before being allowed to progress to the next world. Check the 

Atlas. To the right of the Egg counters, icons of the main characters from each level will appear when you've completed the primary objective for them. 


In each of the Home levels, there are doorways to additional levels. Some of these Portals may not be activated until Spyro has first recovered a required 
number of Eggs.A listing of them is as follows: 


SUNRISE SPRING HOME MIDDAY GARDEN HOME EVENING LAKE HOME MIDNIGHT MOUNTAIN HOME 
Sunny Villa Icy Peak Lost Fleet Crystal Islands 

Cloud Spires Enchanted Towers Charmed Ridge Desert Ruins 

Molten Crater Spooky Swamp Frozen Altars Haunted Tomb 

Seashell Shore Bamboo Terrace Fireworks Factory Dino Mines 

Mushroom Speedway (RACE) Country Speedway (RACE) Honey Speedway (RACE) Harbor Speedway (RACE) 

Sheila's Alp (FRIEND) Sgt. Byrd's Base (FRIEND), Bentley's Outpost (FRIEND) Agent 9's Lab (FRIEND) 

Buzz's Dungeon (BOSS) Spike's Arena (BOSS) Scorch's Pit (BOSS) Sorceress’ Lair (BOSS) 


Crawdad Farm (BONUS) Spider Town (BONUS) Starfish Reef (BONUS) Bugbot Factory (BONUS), 


The Dragon Eggs which were seized by the Rhynocs are the objects of your quest. When you find one, simply 
walk up to it. The Egg will hatch to reveal a baby dragon who will then be transported back to Spyro's home. 


The Forgotten Worlds are littered with Gems, as well as baskets, containers, and vases which contain Gems. In 
order to progress through the levels, you must collect the Gems to pay a fee to Moneybags before he will help 


you. 


The color of the Gems gives an indication of their value. Red Gems are worth | Gem, Green Gems are worth 
2 Gems, Purple Gems are worth 5 Gems, Gold Gems are worth 10 Gems, and Burgundy Gems are worth a 
whopping 25 Gems! The Atlas documents how many Gems are contained in each level, as well as the number of 


Gems in your possession. 


& 


Since there are a total of 15,000 Gems in the game, we can't possibly list them all. However, 99% of them are located in plain view and will be obtained 
simply by following this guide as you travel through the levels. For those 1% of Gems which are more difficult to find than others, we've mentioned the 
most commonly overlooked Gem locations in the walkthrough. 


After paying Moneybags a certain amount of Gems to free a friendly critter, you can enter that character's Home level. Once you have successfully completed 
the tasks therein, you can use that critter in other levels throughout the game — just look for the wooden signs with their faces on them! 


BENTLEY THE YETI 
Where found: Evening Lake Home 


(Pay 1,000 Gems to Moneybags) 
Where used: Bentley's Outpost; Bamboo Terrace; 


8 SHEILA THE KANGAROO 
Where found: Sunrise Spring Home 
(Pay 300 Gems to Moneybags) 
Where used: Sheila's Alp; Seashell Shore; Spooky Swamp; Desert Ruins 
Controls: X= Jump 
X at top of Jump= Double Jump. 
: X upon landing after a High Jump= Super High Jump 
„á i @ or m= Kick 
A after Jump= Stomp 
g A (held down)= First-person view 


SGT. BYRD THE PENGUIN 
Where found: 


Midday Garden Home 
(Pay 700 Gems to Moneybags) 


Controls: 


Frozen Altars; Crystal Islands 

X= Jump 

@= Slam club 

m= Twirl club 

A (held down)= First-person view 


AGENT 9 THE MONKEY 
Where found: 


Midnight Mountain Home 
(Pay 1,300 Gems to Moneybags) 


Where used: Sgt. Byrd's Base; Molten Crater; Where used; Agent 9's Lab; Fireworks Factory; 
Enchanted Towers; Charmed Ridge Dino Mines; Haunted Tomb 
Controls: X (held down)= Fly Controls: X= Jump 
@= Shoots rockets ™=Throw bomb (Hold button to aim) 
ces Drop items (pick up by flying over them) @= Shoots laser 
F- A= Change viewpoints to First-person A= First-person view 
= or bomber view LI= strafe left 
a’ (zooms out while in first-person view) 


RI= strafe right 
(zooms in while in first-person view) 


Once you have beaten the Bosses between the worlds, you may return to the prior Home level and enter the Sparx Bonus Level. In these levels, you 


control Sparx the Dragonfly as viewed from a top-down perspective. The W button makes him fly faster, the @ button shoots missiles, and the X 
button activates special Power-ups which are acquired by swallowing the colored butterflies. 


You must visit each of the Bonus Levels in order. Once you have successfully completed one of them, Sparx's abilities will be enhanced in the normal 
game. The Sparx Bonus Levels and the enhancements acquired are as follows: 


CRAWDAD FARM SPIDERTOWN 
Location: Location: 

Sunrise Spring Home Midday Garden Home 
Enhancement: Enhancement: 


Allows Sparx to pick up Gems 
from further away 


Allows Sparx to help locate 
missing Gems (press 
LI+RI+L2+R2) 


STARFISH REEF BUGBOT FACTORY 
Location: Location: 

Evening Lake Home Midnight Mountain Home 
Enhancement: Enhancement(s): 


Allows Sparx one additional 
damage hit point 


Allows Sparx to automatically 
break vases to collect Gems 
Allows Spyro to teleport to prior 
levels by selecting them in Atlas 
and pressing W 


If you collect all 15,000 Gems and 149 Eggs in the game, you'll be allowed entrance to the Super Bonus Level, accessed through a Portal in Midnight 
Mountain Home. 


There are 20 different tasks in the game that you can perform which are not essential to beating the game, or a particular level. It may be as simple as 
Flaming all the piranha signs in the Spooky Swamp, or as difficult as knocking out the Yeti prior to Round 3 while in the Frozen Altars level. When 
you've accomplished such a task, you'll hear a special tone and a Skill Point listing will appear in the Atlas. Only the most tenacious of players are likely 
to find all of the Skill Points. 


MONEYBAGS HUNTER BIANCA 
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Character(s): Spyro 
Enemies: None 
Fodder: Sheep 


LEVEL START 
L) ISABELLE 
E) COLTRANE 


D amı `) PORTAL TO CLOUD SPIRES 


PORTAL TO SUNNY VILLA 
PORTAL TO SHEILA’S ALP 


(E) PORTAL TO SEASHELL SHORES 


(E) PORTAL To MUSHROOM SPEEDWAY 


À BONUS LEVEL: CRAWDAD FARM 
IE TRANSPORT TO NEXT WORLDS 


A O BRUCE (D) PORTAL TO MOLTEN CRATER j| 


you to an Extra Life Bottle near a tree. 
Break it open and Sparx, your best 
friend and sidekick, will devour the 
butterfly inside. Sparx will also help you 
by collecting any Gems that are nearby. 


hillside steps, you'll find your first Baby 
Dragon Egg. Now you know what they 
look like. Whenever you want to see a 
status report on the Eggs you've 
recovered, press the SELECT button to 
bring up the Atlas. 
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on how to look around. Use the L2 and 
R2 buttons to rotate the camera around 
you, and use the LI or RI button to 
quickly center it behind him.The A 
button puts you in first-person view 
mode, allowing you to use the D-pad to 
look around. 


sunrise Spring Home is the first realm 
you'll visit. From here, you can access 
portals which will take you to all of the 
Sunrise Spring levels. Don’t worry about 
your Cheetah friend who has run ahead 
— you'll catch up with him shortly. 


some time to explore. Look behind you 
for the first few Gems. The yellow 
baskets with the purple bands are found 
throughout the game and contain Gems. 
Use your flame or charge to break them 
open. 


whenever you encounter her. Don’t be 
alarmed when she zaps you! This acts as 
a placeholder — if you lose a life, you'll 
continue from the last point at which 
you were zapped. 


ee, our PY 
oF you and take it backs. Do. 1 meke 
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As you continue up the hill, Bianca will 
appear to try and talk you out of your 
quest. Don't listen to her — you're just 
getting started! The Portal she appears 
next to will take you to Sunny Villa, but 
you'll want to rescue Sheila the 
Kangaroo first. Continue exploring the 
home world for now. 


to Cloud Spires, but he is more 
concerned with something shiny he saw 
in a cave. Don't enter the Portal now, 
but follow Hunter instead. 


AWhirlwind appears just beyond Zoe 
and the Superfly gate. These Whirlwinds 
will lift you into the air to help you get 
out of caves such as this one.You aren't 
going to use it now, however. Instead, 
head through the gate once again and fly 
back through the cave. 


Just beyond the Sunny Villa Portal you'll 
encounter a greedy character named 
Moneybags. He'll appear throughout the 
game to trade favors for Gems. In this 
case, he wants 300 Gems to free Sheila. 
You don’t have that many yet, so 
continue exploring and gathering up the 
Gems. 


to Glide as before. Just as you reach the 
next ledge, press 4 to hover and give 
yourself a final boost. If you don’t quite 
make it, just head back to the steps and 
start the gliding lessons all over again. 


Up the steps to the left you'll encounter 
Hunter. He'll tell you how to glide, so 
follow his directions. Press the X 
button to jump off the ledge, and press 
it again at the height of your jump. Use 
the D-Pad or Left Analog Stick to 
control your direction during your 
descent. 


Egg for your troubles, and tells you 
about another Egg down in the hole 
below. Drop down and speak with Zoe. 
The Power-up gate she is standing near 
will give you a “Superfly” boost. Jump 
and you'll remain in the air until the 
meter runs out. 


Although Hunter jumps to the left, there 
is another ledge to the right where 
more Gems can be found. You can get 
them now and then glide around the 
corner to the ledge where Hunter is 
standing, or you can come back for 
them later. 


the air to fly. Steer Fly through the cave. 
At the far end, ascend slightly to land on 
a ledge.A Dragon Egg is yours! Now 

drop back down into the cave and head 
back to the gate, collecting all the Gems. 


Stay as close to the ceiling as you can 
without hitting it. When you reach the 
ledge where you found the Egg, don’t 
land on it but make a sharp left turn to 
land on a higher ledge outside — right 
next to an Extra Life Bottle! 


It may take you a couple of tries, but the 
extra life is worth it.After you've broken 
open the bottle, drop back down to 
ground level and keep exploring. These 
metal vases cannot be destroyed with 
your flame blast, so you'll have to use 
the ™ button to charge them instead. 


Don’t head up the steps on the left this 
time, but continue on through the trees 
ahead and collect the Gems. Zoe 
appears and offers to change your 
camera mode from Passive to Active. 
You can also do this from the Options 
menu by pressing the START button. 
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PORTAL TO 
SEASHELL SHORE 


Did you notice the sheep hopping Walk over to the lake’s edge and Hunter Use the X button to swim around and Return to the surface and look around. 


around? In Spyro’s world, these are 
known as “fodder.” Whenever you take 
damage, Sparx the Dragonfly will change 
color and eventually disappear. Flaming 
or charging into fodder such as the 
sheep will restore your health. 


and the steps behind it lead to a tower 
which acts as a Portal to Mushroom 
Speedway. This Portal requires 20 
Dragon Eggs to open. For now, just take 
the Gems nearby. 


and neither does your charge. However, 
there is another move you can perform: 
the headbash! Use the X button to jump 
over the rock, then press the 4 in mid- 

air. Spyro will come crashing down head 

first, freeing an Egg inside. 


will tell you how to swim. Jump into the 
lake and use the W button to dive 
underwater.A Dragon Egg is in plain 
view here. 


7 TRANSPORTATION 
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edge. Zoe zaps you when you head 
inside to collect more Gems. The 
balloon here will be your ride to the 
next world, just as soon as you have 
completed the primary task in each 
level. 


Rocky's Portal. By now, you should have 
collected all 400 Gems and 5 Eggs, so 
the level is complete. If you are missing a 
few Gems, continue looking for them. 
Head back to Moneybags when you've 
got them all. 


grab all the other Gems. Since your 
flames don’t work underwater, you'll 
have to charge the bottles by using the 
E button. 


picture of Sparx and marks the area 
where you can enter the Bonus level 
after you've defeated the first Boss later 
on in the game. For now, head back to 
Hunter on the shore where you first 
entered the lake. Just behind him is a 
white, conical structure. 


he'll free Sheila, who promptly gives him 
a swift kick! She then invites you to visit 
her Home World. Don’t just stand 
there! Jump into the Portal to Sheila’s 
Alp! Upon your return from Sheila's Alp, 
you'll want to visit Sunny Villa next. 
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On an island in the middle of the lake, 
Snappy the Seal stands in front of a 
Portal to Seashell Shore. It takes 14 
Dragon Eggs to open, however, so you'll 
have to come back later. 


Molten Crater level. It won't open until 
you have first recovered 10 Eggs. There 
is a large rock behind him with a 
suspicious looking crack. Whenever you 
see cracks in Spyro’s world, it almost 
always means that an object can be 
broken. 


(not including the speedway) and have 
performed the primary tasks for the 
characters therein, you'll automatically 
be taken to the balloon near the lake. 
Congratulations! You've finished the first 
set of worlds. Jump in the basket, 
because you're going to Midday Garden. 


SUNRISE SPRING WORLDS 


SUNNY VILLA 


MILES 


LEVEL START O 


D TO LUCY 


©) SANDERS 


Character(s): Spyro 
Sheila 

None 

Frogs 

Horn-blowing Rhynocs (Flame or Charge) 
Large, mutton-waving Rhynocs (Flame) 
Rhynoc centurions (Kick — as Sheila) 


Entry requirements: 
Fodder: 
Enemies: 


AVP on you kelp d5? Hordes of 
rhydocs Have overran ifar town an 
the mayor. 


Villa. Councillor George explains that 
Ryhnocs have overrun the town and 
kidnapped the mayor. Looks like a job 
for Spyro! Turn around and take the 
Gems behind you before venturing into 


blowing Rynocs in this courtyard. Both 
your flame and your charge are capable 
of taking them out. In case you hadn’t 

guessed, the frogs here are your fodder 


for Sparx. 


Look for an Extra Life Bottle and Gems Take out the Large Rhynoc on the path Continue jumping until you make it toa Now jump across to the tower and ride \ 


near the stream before moving ahead. 
Zoe will zap you as you head up the 
steps. She recommends that you use 
your flame on the large mutton-waving 
Rhynoc. Better listen to her— if you 
charge him, you'll only bounce off 
harmlessly! 


and continue around the back of the 
building. Jump up to the first ledge on 
the right, near another Large Rhynoc 
that you must flame. Walk along the wall 
on the edge of the level to obtain more 
Gems, then return to grab the Egg 
sitting in plain view. 


rooftop. Glide over to a building on the 
right for more Gems, then drop down 
to the ground and return to the 
rooftop. This time, turn to the left and 
glide across to another roof.You might 
have to use the button to hover if 
you didn’t jump high enough. 
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the whirlwind inside up to the top. Since 
you have already rescued Sheila and 
visited her world, you'll want to walk 
around the ledge to the left. There are 
Gems around the corner. 


i 
K { 


Jump and glide across to the hallway 
inside the green mountain. Enter the 
door and speak to your favorite 
marsupial. 


off of the second wall, stay on the wall 
and turn to the left. Super jump up to a 
doorway up above. Straight through the 
Passage, on the ground far below, you'll 
find a bulls-eye container and several 
metal Gem vases. 


Once you've got the Egg, drop back 
down into the tower and head all the 
way back to the warp door where you 
came in. Make sure you've retrieved 
every Gem in sight before you return to 
Sunny Villa where you'll become Spyro 
once again. 


~ 


Marco has lost his love, so Sheila’s got to 
find Rapunzel at the top of a very large 
tower. There are also many Gems to 
pick up while you are here and Rhynocs 
blocking the way. It won’t be easy! 


the passageway, then head back down to 
the other side. Take the passage through 
the next wall which leads to the back 
side of the main tower. 


Glide down to the path and take it all 
the way around.After Zoe zaps your 
place, you'll encounter a few more 
Horn-blowing Rhynocs and a Mutton 
Rhynoc as well. Charge or flame the 
former and flame the latter. Don’t forget 
to rescue the citizen being chased 
around the well by a Rhynoc. 
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From the start of this area, head around 
the wall and super jump to a ledge. 
Super jump once again to reach a room 
containing a bulls-eye Gem container. 
Now head back down to the ground 
and continue forward. 


access three levels of the tower. Kick 
the Rhynocs you encounter on each 
floor, then look for the steps on the 
outside wall. Continue jumping up the 
side of the tower until the steps end. 


Jump to the top of the first wall, kick the 
Rhynoc off of it, then drop down in the 
grassy area behind it. Collect any Gems 
you may find. 


Rapunzel is here, and although she 
doesn’t seem very enamored of Marcos, 
she nevertheless gives Sheila an Egg. 


Continue past the well and down the 
steps where you'll find a final large 
Rhynoc. Flame him and Mayor Leo will 
give you a Dragon Egg out of gratitude 
for rescuing him. He'll then open a 
Portal back to Sunrise Spring Home. 


Before leaving, head down the hallway 
where the Mayor was imprisoned. 
Collect an Extra Life bottle and more 
Gems as you make your way to the 
warp door. It leads you to a former 
gladiator training center which Hunter is 
now using as a skateboard park. 


s 
ates pifi ¢: 


forsetest of yaur hoarding skills? 


lizards that are running (or floating) 
around. Piece of cake, right? Well, you 
can’t catch them on hoof. Instead, you'll 
have to jump on a skateboard. Walk 
over to the blue skateboard generator 
and you'll find yourself on wheels. 


forward. You cannot charge while riding 
it, but you can jump and use your flame. 
For example, launch yourself into the air 
by pressing X at the top of the three 
half-pipes to flame the lizards hanging 
from the balloons. 


A 


locate the nearest blue skateboard 
generator. Go ahead and collect any 
Gems you may come across since you 
aren't on a time limit.When entering the 
tunnel, watch out for the wooden posts. 


After you've successfully captured all 15 
lizards, you will automatically be brought 
before Hunter. He'll give you a Dragon 
Egg before presenting you with a second 
challenge. 


back down the hallway and take a left 
through the now-open gate. Follow the 
pathway around to the back of the 
tower, looking for any Gems you might 
have missed between the buildings. 


You already know the course, and you 
know where the lizards are, but can you 
get them all without bailing? A single 
wipeout and you'll have to start over 
from the beginning! 


first Egg and once again glide from the 
rooftop to another building before 
gliding to the tower.When you take the 
whirlwind up to the top, this time look 
straight ahead. 


It isn’t as hard as it seems. Just be sure 
to turn in mid-air so that you land facing 
the inside of the blue half-pipes. Don’t 
forget to use the X button to jump over 
small ledges or steps, as well as to catch 
air off the big orange ramps. 


up and glide all the way over to the first 
one. Hover to land with precision. 


Hunter gives you a challenge: Catch 15 The skateboard automatically moves If you should happen to wipe out, simply Jump off the top of an orange ramp to 


reach the area above the tunnel. You'll 
have to jump up over each of the steps 
while trying to flame the lizards at the 
same time. Don’t worry if you miss — 
you can always come around for 
another pass. 


When all 15 lizards have been captured 
in a single skateboard run, Hunter will 
present you with a second Dragon Egg. 
Way to go! You can skate around for 
awhile if you wish, trying to set the 
course record.When you've finished, 
head back through the warp doorway. 


then jump and glide to the area at the 
top of the spring. The final Dragon Egg is 
yours, and you should have all the Gems 
now as well! Use the exit Portal to 
return to Sunrise Spring Home. 
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CLOUD SPIRES 


Character(s): Spyro 
Entry requirements: None 
POSTS Fodder: Dodo birds 
(£l el Ltd Enemies: Winged Rhynocs (Flame) 
Armored Rhynocs (Charge) 


LEVEL START O crane 
HENRY O romu 
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Look around for Gems, then head down 
the ramp.This Winged Rhynoc will blast 
you with a strong flap of his wings. 
Fortunately, the blast of air stays low to 
the ground. Jump up to avoid it, and 
flame him while you are in the air. 
Charge the Armored Rhynoc nearby. 


Nimbus explains that the Rhynocs have 


shut down their cloud generator. It’s up 
to Spyro to turn it back on. Start by 
charging (or flaming) the red button on 
the wall, which activates this first set of 
bellows. When the bellows are fully 
depressed, jump on top and ride them 
up like an elevator. 


GOT GEMS? 


at 
je protect the 


mt 
Eih your charge a 


Cirrus tells Spryo how to glide by Search for some Gems scattered on the Zoe tells you that you'll need to charge After defeating a second Winged 


pressing the X button to jump and lower step at the edge of the cliff. Now the Armored Rhynocs, but you knew Rhynoc, you'll find an Egg just sitting on 
pressing X again while you are at the enter the whirlwind, and let it take you that already! Don’t forget to collect the the ground behind him. 

height of the jump. Glide over to the up to the top. Glide over to the golden Gems in the gap below before gliding 

ledge in the distance. Your flame will arch you'll see straight ahead. Get ready across to do battle. Watch out for a 

have no effect on the Armored Rhynocs, to charge the Armored Rhynocs in the Winged Rhynoc on a platform. 


so use your charge to defeat them. room. 
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Charge or Flame the red button to 
activate this second set of bellows. 
Before riding them up, search the 
ground around the bellows and on the 
other side near the cliff for Gems. 


After Fluffy notes that you have 
activated all the bellows, he sees if he 
can get the cloud generator working. He 
does, and gives you the Dragon Egg 
which was blocking the cloud generator. 


The second seed takes a different path. 
After you flame it a second time, it will 
head up the steps on the right. Flame it 
again, then quickly jump and glide across 
the gap. 


Moneybags offers to activate the next 
bellows — for a fee, of course. Pay him 
the 200 Gems so that you may continue 
on your journey. 


Zoe zaps you to save your progress. She 
then reminds you how to get your 
longest glide. This info will come in 
handy, because now you've got to 
perform a long glide over to the next 
building. Don’t look down! 


u can always bel 
button to charge. 


Whew! Made it! A Winged Rhynoc and 
a few Armored Rhynocs stand in your 
way as you head out the building to the 
right, so take them out. 


Fluffy opens a Portal back to the Home 
World. Before you follow him, you've 
got a few more tasks to perform. There 
is a whirlwind here which will take you 
to more Eggs. There is also a warp gate 
in the distance that you need to 
investigate first. Glide over there. 


Cumulus explains how this next area 
works. Stepping on the yellow switch 
will shoot a Sun seed out of the lava in 
front of you. You have to keep the Sun 
seed hot by shooting it with your 
flames. You'll have to follow the seed, 
flaming it whenever it stops, until it 
reaches the cauldron. 


Avoid the jet of flame coming out of the 
wall by jumping over to the final ledge 
where the seed is waiting. In mid-air, you 
can flame it into the cauldron. 


The third seed takes an alternate route 
as well: up the steps on the left side. 
When you flame it across the gap, jump 
and glide after it. 


The first seed is the easiest. It will stay in 
the center of the room as it heads 
towards the cauldron. You'll only have to 
flame it four times to get it there. Use 
your charge to run and keep up with 
the seed if necessary. 


You'll have to jump over the flame and 
jump and glide over the final gap before 
the seed reaches the last ledge. Flame it 
into the cauldron and an Egg will be 
yours! 
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scattered throughout this area. Make 
sure you search every nook and cranny 
before returning through the warp gate. 


bellows at the start of the level. Glide 
over to the whirlwind and take it up and 
across the chasm into the building with 
the golden arches. In the next area, 
another whirlwind has been activated 
along the right wall. Ride it up and you'll 
find an Extra Life Bottle. 


Are urali wake Opi rain tl fi 
Moras, bot tremema 
ny ure tigen 


This time take the whirlwind located to 
the left of the exit Portal and ride it up 
to a warp gate in the clouds which leads 
to the bell tower. 


Stratus tells you that mischievous spirits 
are preventing the bells from ringing. 
jump through the Superfly gate, which 
will keep you gliding until the meter 
runs out. 


Rhynocs, and then glide over to the roof 
beyond. The gargoyle heads spit flame, 
so watch out! Head around the 
walkway, jumping and gliding over two 
more gaps until you see an island off to 
the left. 


the 4 button to hover and reach the 
edge. Made it! An Egg is here just for 
you, along with several Gems. Now glide 
back down to the area at the end of the 
level. 


Fly through each of the bell towers, 
using your flame on the spirits. 


Before leaving the bell tower area, look 
for a Thief running on the ground. Use 
your charge to keep up with him, and 
cut whatever corners you can during 
the chase. 


Flame him as soon as he comes into 
range, and the Thief will drop the final 
Dragon Egg. Finders keepers! 
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You'll get an Egg as a reward for taking 
out all six of them. 


Collect all the Gems scattered around 
the bell tower area, gliding or using the 
Superfly Power-up gate to reach the 
center pedestal where more Gems can 
be found.When you've got them all, 
leave through the warp gate. 


You find yourself at the end of the level, 
and since you've retrieved all 400 Gems 
and all 6 Dragon Eggs, it's time to head 
back through the exit Portal to the 
Sunrise Spring Home level. Good job! 


SUNRISE SPRING WORLDS 


MOLTEN CRATER 


Character(s): Spyro 
Sgt. Byrd 
Entry requirements: 10 eggs 
Fodder: Slugs 
Enemies: Warthog (Charge or Flame) 
Armored Rhynoc (Charge) 
Bullwhip Rhynoc (Charge or Flame) 


i ram 
| CERE gèt anyone dut of the 
rough ta da anythin 


the level you'll find a locked Gem 
container. You'll find the key later on. 
Clay says that the Rhynocs have run 
rampant, as you can see for yourself. 


charged, as should the Warthogs. 


The Bullwhip Rhynoc up the steps is too Charge across the bridge so as to take The first Dragon Egg you'll come across In the tunnel ahead, Zoe recommends \ 


big to charge, so use your flame. out the oncoming Warthogs. Glide over is located in plain sight just behind this torching slugs to keep Sparx healthy. At 
to the next area, which is crawling with volcanic landmark. Jump across the lava least your flame is more humane than 
both Armored and Bullwhip Rhynocs. to reach it. pouring salt on them. Head through the 


tunnel gliding over the lava and charging 
the Armored Rhynoc and Warthog. 
Flame the Bullwhip Rhynoc at the end. 
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the structure on top of it. Glide from 
one patch of land to the other, charging 
the Armored Rhynocs into the lava. 
When you find the key, turn around and 
head back. You'll have to hover to reach 
the land. 


For now, jump across to another ledge 
where Moneybags is guarding the door 
to the Thieves den. It will cost you 300 
Gems to enter. It’s only money, right? 
Go ahead and pay up. 


Make sure you get as close as possible 
before taking the shot, and try to wait 
until you reach a straightaway.A direct 
hit causes the Thief to drop the Egg. 


to the beginning of the level where you 
found the Gem container. It will 
automatically open up as you approach. 


Stoney 
Srpoypuet he tr agchlsiikinnetor: 
BORE 1 saw a MEDART 
pap aayer theca 


Inside the warp door, Stoney tells you 
that he saw two thieves carrying Dragon 
Eggs. You'll see one up ahead, and you'll 
definitely hear him.Are you going to let 
him taunt you like that? Weel, just don’t 
sit there — go get‘em! 


center of the island, jumping over the 
lava to the base of it to retrieve Gems 
as you make your way around. Inside, 
Rocky gives you an Egg just for reaching 
him. He then opens a Portal back to 
Sunrise Spring, but don’t follow him yet. 


The yellow Thief will run along the 
circular pathway as long as you pursue 
him. Your only hope of catching up to 
him is to cut the inside (left) corners 
very tight. Since the Thief stays in the 
middle, a few laps of cutting corners will 
narrow his lead. 


across a bridge you'll come across 
Armored Rhynocs and a closed door. 
The face on the nearby sign is that of 
Sgt. Byrd, a penguin whom you'll 
encounter in the Midday Garden Home. 
Looks like you'll have to return with him 
later. 


Eventually he will come within firing 
range. You can’t shoot fire while running, 
so you will stop in your tracks to flame 
the Thief. If you miss, you'll have to 
continue the pursuit. 


Stoney spies another Thief, but this time 
he will activate the supercharge for us. 
The Supercharge path will allow you to 
run as fast as a locomotive. The strategy 
is the same as before — cut the inside 
corners to catch up to the red Thief and 
then shoot your flame at him when he is 
within range. 
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The Red thief will also drop an Egg 
when toasted. There are a lot of Gems 
on the ground beneath and around the 
Supercharge path, so be sure and collect 
them all once the Thieves have been 
taken care of. 


While gathering Gems, you may have 
noticed a wall with a crack in it.You can 
charge the wall to break it open, 
revealing an Extra Life Bottle inside. 
There is also a Gem container on the 
ground nearby. Unfortunately, you 
cannot open the container with a 
normal charge... 


onto the start of the track, then turn 
around and charge. Run across the track 
and down the hill until you slam into the 
Gem container at full speed. After 
grabbing the loot, you can take the warp 
door back to the main level. 


completed his Home level, you won't be 
able to recover the remaining Dragon 
Eggs or Gems. For now, head back to 
the main structure and use the Portal to 
exit to Sunrise Spring Home. 


«SO how about a Supercharge? Walk Until you have rescued Sgt. Byrd and Welcome back! Now that you have Make your way up to the main structure 


rescued Sgt. Byrd, you can use him to 
obtain the final Eggs. When you start the 
level again, you'll notice that the bars to 
the right have opened, allowing you to 
take this tunnel as a shortcut. 


Inside, Shale will ask your help in 
reattaching his friends’ heads to their 
bodies. You can spot several bodies in 
this central area, and the heads are 
located in the surrounding caverns and 
alcoves. You can pick up the heads by 
landing on them. 


When all idols have been put back 
together, Shale gives you an Egg as a sign 
of your honorary membership in the 
Tiki lodge. | wonder if they have a 
bowling team? 


Use your missiles to take out any birds 
that might get in your way, and 
maneuver carefully around the flame jets 
as you search for the missing heads. 
Hover in front of the flames and wait 
for them to subside before flying 
forwards. 


Press the A button to change to an 
overhead camera view in order to see 
when you are directly above an idol 
body to help you re-attach their heads. 
While you can land on the ground while 
carrying a head, you can never land in 
the lava so stay clear of it. 


Fly around the area recovering any 
Gems you might have missed. Since this 
is the last part of the Molten Crater 
level, you should have all 400 Gems 
when you're through. 


Look for a crack on the side of the wall 
behind one of the pedestals with an idol 
on it. It isn’t that big crack with the lava 
showing through, but a smaller one to 
the left of it. Fire a missile at the wall to 
break it open. Inside you'll obtain the 
final Egg. 


and cross the bridge to the sign with 
Sgt. Byrd's head on it, taking out the 
Rhynocs in your path. The warp door 
should now be open. 


It doesn’t matter which head goes on 
which idol, but it is easiest to attach the 
head to the nearest body.Watch out for 
the birds, as they re-appear shortly after 
being blasted. 


Now exit through the warp door and 
you'll find yourself back in the main 
Molten Crater area as Spyro.With all 
Eggs and Gems present and accounted 
for, you can return to the Sunrise Spring 
Home level. The entire world should be 
complete, so head over to the balloon 
and go back to Midday Garden. 
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Spyro 
Sheila 


Character(s): 


Entry requirements: 
Fodder: 
Enemies: 
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14 eggs 
Deep sea chickens 
Octopi (Charge) 


LEVEL START 


DIZZY 


Scuba Rhynocs (Charge) 


Clam-digging Rhynocs (Flame or Charge) 


Barrel-rolling Rhynocs (Flame) 


Zoe the Fairy tells you that you can use 
the Atlas to get a quick summary of 
your progress in the current level. Hit 
the SELECT button to see what she is 
talking about. The Eggs you have 
recovered will be colored gold, the 
others will remain gray. Nifty, eh? 


Some of these shells contain Clam- 
digging Rhynocs. You can recognize them 
by their feet, which stick out from the 
bottom as you approach. Might as well 
be on the safe side and charge them all. 
When the shell breaks to reveal the 
Rhynoc, either flame or charge it. 
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starts out with you completely 
underwater! Lucky for you, you don’t 
need to come up for air. Sebastian Seal 
tells you that his friends have been 
imprisoned for borrowing the Rhynoc’s 
submarine. Looks like you'll need to 
arrange a jailbreak. 


Grab the Gems and charge the Scuba | 


Ryhnocs quickly before they get a bead 
on you with their weapons. The boards 
across the entrance can be broken by a 
Charge, allowing you to enter the room. 
After collecting the Gems and the Extra 
Life Bottle, swim up through the tunnel 
and surface. 


Before crossing the wooden dock, drop 
down into the water. At the far end, 
behind a Scuba Rhynoc, you'll find an 
Egg. Grab all the Gems down there and 
return to the surface near the shore. 
Now get ready to cross the dock, 
mindful of the rolling barrels. 


Flame will not affect the barrels, so 
you'll have to charge them. The barrels 
you hit will bounce back and take out 
the Rhynoc who is throwing them. Glide 
to the shore where you'll find two more 
Rhynocs. You can get in front of their 
barrels and charge, but it is easier to just 
flame the Rhynocs from the side. 


and recover the Gems. More boards 
block the opening to another room with 
some Clam-digging Rhynocs inside. If 
you look up at the ceiling, you'll notice a 
bunch of Gems up there to retrieve. 


Hop across the gap where you'll find 
more Clam-digging Rhynocs. Just behind 
them is a warp gate which you should 
enter. From the wooden sign, it looks 
like this is a job for Sheila! 


When you come to a gun turret, stomp 
on top of it. Kicking the Rhynocs will 
help you take out the sand blocks above 
the turrets more easily. Don’t dawdle! 
You don’t have much time to get to all 
the turrets. 


on the way out the other side of the 
room. Head to the right and up the 
steps. Stop at the second step and turn 
around. Glide from the far left edge of 
the step over to the ledge behind you, 
hovering at the end of your glide. It isn’t 
as easy as it looks! 


As Sheila, hop from one platform to the 
other across the water.A gun turret on 

the other side will target you, so quickly 
jump on top of it and perform a stomp 

to destroy it. 


When all the gun turrets have been 
destroyed, the Seals will use their TNT 
to blow the castle to smithereens. Your 
reward is an Egg. Now head back 
through the warp gate. 


eventually you'll land on the ledge. Now 
you can grab the Gems on the 
periphery. After grabbing them all, drop 
back down and head up the steps once 
again. 


Look for an alcove up high on the cliff 
wall opposite where the turret used to 
be.You'll need to perform a high jump 
to reach it. Inside is an Egg as well as a 
bulls-eye container. Now drop back 
outside and continue forward until you 
reach the seals. 


Back as Spyro, on the ground level past 
two Barrel-throwing Rhynocs, you'll see 
a set of steps leading to the water. Time 
for another swim! Dive down and 
collect all the Gems, eliminating the 
Rhynocs and Octopi by charging them. 
Look for Gem vases behind the shell 
building. 


She tells you how to hover at the end of 
a glide by pressing the 4 button. So go 
ahead and glide over to the other side 
and hover just as you reach the ledge. 


Snappy the Seal explains that they are 
trying to destroy the Rhynocs’ castle. 
Here's where you come in. You can kick 
the sand blocks on the lower level, 
allowing Sheila to hop to the top level. 
Watch out for Clam-digging Rhynocs! 
Take them out with a good, swift kick! 


On one wall of this large room you'll 
spot a warp entrance. Enter it and you'll 
come face-to-face with Sandy the Seal 
who tells you about their ultra-high- 
speed-super-fluidity tunnel. The tunnel is 
blocked with Rhynocs and mines, and 
since a plumber isn't available, you will 
have to do your best. 


yj S 


PRIMAGAMES.COM 4 ES 


You won't be able to slow yourself Swim into the tunnel, staying in the You'll hit a third Rhynoc. Now move left Head back to the center to hit Rhynoc 


for Rhynoc #4, then right for #5. Head 
to the left side as you approach the next 
curve. You'll run over Rhynoc #6 around 
the corner. There will be a mine in the 
center of the tunnel, but there is room 
to pass around it on either side. 


down inside the tunnel, so in order to 
avoid the mines and knock out every 

Rhynoc, you'll have to memorize their 
location. If you miss a Rhynoc or hit a 
mine, you'll find yourself back outside 
the tunnel and will have to start over. 

Here goes nothing! 


The final Rhynoc is in the center of the 
tunnel in front of the exit. Outside, 
Sandy the Seal awards you with a 
Dragon Egg for performing this difficult 
task. 


lagoon, using the X button to speed up. 
The camera will stay fixed at your side, 
allowing you to get a good view of your 
opponent.With your momentum still 
moving you away, turn towards the 
Shark and fire a missile at it from a 
distance. It will turn red to signify being 
hit. e 


center but on the right.A mine appears 
on the left, but if you stay to the right 
you'll hit the first two Rhynocs easily. As 
soon as you've hit the second one, 
scoot over to the left side of the tunnel 
as you approach the turn. Once you 
pass the mine on the right, scoot back 
to the right. 


Boards block the entrance to the shell 
building. Charge them and swim inside. 
An Octopus is holding Stanley the Seal. 
When you charge the creature, it drops 
a key, allowing Stanley to free his 
imprisoned friends. He gives you an Egg 
before opening the exit Portal back to 
Sunrise Spring Home. 


teeth, it will open its mouth to shoot at 
you. Keep circling to avoid the 
torpedoes, and turn to blast the Shark 
from the side. Those floating crates 
aren't just for decoration — they 
contain extra missiles. Be sure and run 
over one before your ammo runs out. 


Swim to the surface high above and 
jump onto the shore. Collect the Gems 
surrounding the water before entering 
the warp door. Inside, you'll encounter 
Smelt the Seal who explains that Bluto 
the Rhynoc has challenged them to a 
naval battle. Looks like you have 
volunteered for active duty! 


bar, Bluto will go down in defeat. Smelt 
rewards you with a Dragon Egg for your 
great naval victory. Before leaving the 
area through the warp door, dive into 
the waterway and retrieve all of the 
Gems. Don’t forget to search the 
Shark’s lagoon and the nearby shore. 


#7.After running him over, move to the 
left to take out Rhynoc #8 then to the 
right for #9. Rhynoc #10, back on the 
left side, is hard to hit because he is 
flanked by mines. You'll have to zip in and 
out to quickly avoid blowing yourself up. 


Use the @ button to fire missiles at the 
Rhynocs on the island ahead and inside 
an alcove to the left. Maneuver the boat 
down the waterway and through the 
open gates at the end. Uh-oh! Is that a 
robotic shark? 


recovered, you can now exit the level 
back to Sunrise Spring Home via the 
exit Portal opened by Stanley the Seal. 
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SHIELA’S ALP 


Character(s): Sheila 

Entry requirements: Pay 300 Gems to Moneybags 
Fodder: Seagulls 

Enemies: Pickax Rhynoc (Kick — Sheila) = ae 

Ram (Kick — Sheila) Fe Hive steila! White: you were ones- MOnch OF 


rhyno kicked us out of our hovsts. It's. OK | 
though... Bobby, Pete and 1 are working ena fa 


\ O NAN © RUBY clever pian to toterthem bock 
Billy the Mountain Goat will immediately 


explain the situation to you. He and his 
fellow goats are trying to get back to 
their homes after being kicked out by 
the Rhynocs. It’s Sheila to the rescue! 


world without falling off, then jump over 
the stream to the next ledge. Billy tells 
Sheila how to jump higher by pressing 
the X button once and then pressing it 
again at the height of her jump.Whee! 


You'll encounter your first enemy here: Sheila can also perform a Double Jump Now that the first Rhynoc is out of the Drop down and walk over to the wall, 
a Pickax-wielding Rhynoc! Sheila cannot to reach high ledges such as this next way, Billy the Mountain Goat will give performing a super jump to reach the 
shoot flames, of course, but either the one. First, use the X button to jump and you a Dragon Egg at the entrance to his alcove. Whenever you see a container 


@ and E buttons will make her kick out press it again in mid-air to gain height.As home. Use the Double Jump to retrieve with a bulls-eye target on top of it, you'll 

with her strong feet. Give the Rhynoc Sheila is about to land, press the X the Gems on the high ledge near Billy's have to perform a special move to open 

the boot. If you take a hit, kick a seagull button once again. home. Before moving on, look back at it. Whereas Spyro has the Headbash, 

to restore life to Sparx. the canyon you came from and spot the Sheila performs a Stomp — jump over 
alcove on the wall. the container and press 4 in mid-air to 


execute. 


V fy 


PRIMAGAMES.COM 4i 6N 


o MA WS ORrIGIAL 


/ Retrieve any Gems which may have You'll have to eliminate the charging The first alcove is just to the right of the There is a second alcove along the wall 


fallen below, then Double Jump back up 
to Billy's home. Enter the cave and speak 
with Pete the Mountain Goat. 


Kick the rock blocking the entrance to 
Pete’s house. He gives you a Dragon Egg 
in return. Now jump up through the 
doorway to the outside, kicking a 
charging Ram. 


Ram by kicking him. Now take out the 
second Pickax Rhynoc and gather up all 
the Gems you find. Before moving 
forward to Pete's house, look for two 
alcoves above the cave’s main floor. 


Bobby the Mountain Goat will tell Sheila 
that she has to destroy the Rhynocs’ 
mushroom houses. To do so, jump on 
top of the roofs, then perform a stomp. 
Looks like the Rhynocs had stashed 
away some Gems in their houses! 


SIRATEGY GUIDE: 


water. Super jump and kick the boulders 
blocking the entrance.Watch out for the 
charging Ram! Behind it you'll come 
across a bulls-eye container. Jump above 
it and then hit the 4 button in mid-air 
to break it open. 


After destroying all of the houses, use 
your strong feet to kick the Rhynocs, 
Rams, and any boulders you may 
encounter in this area. 


Bobby will reward you with an egg for 
destroying all of the Rhynocs and their 
houses.A Portal back to Sunrise Spring 
Home will open up, but your work isn’t 
finished yet. 


Head towards the wall to the right side 
of the Portal behind the trees and super 
jump until you see two boulders 
blocking the entrance to a cave. Kick 
them out of the way, then drop down 
inside. 
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Collect all the Gems, using the super 
jump to reach high ledges and Stomp to 
break open the metal Gem container. 


towards Pete's house. Perform a Double 
Jump to reach it and kick the boulders 
blocking the entrance. There are two 
bulls-eye containers behind them.As 
before, break them open with a stomp. 


When the coast is clear, perform a 
super jump to reach the top of the 
circular plateau. You'll find Gems and an 
Extra Life Bottle up there. 


That's all 400 gems folks! Now that 
Sheila’s Alp has been cleared, head back 
through the Portal to Sunrise Spring 
Home where you'll become Spyro once 
again. We're going to visit Sunny Villa 
now. 


MUSHROOM SPEEDWAY 


Gems: 400 Eggs: 3 
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The Spiders are your next targets. Keep 
to the center and use your flame on 
them as you fly through the tunnel. After 
destroying all eight, you'll emerge to see 
Butterflies encircling a large mushroom. 
Watch for their high-low pattern and 
vary your altitude accordingly to flame 
them. 


© Jonn 


Character(s): Spyro 
Entry requirements: 20 Eggs 


© TATER 


If you can fly through the Rings and 
destroy the Dandelions, Spiders, and 
Butterflies before time runs out, you'll 
be awarded a Dragon Egg. You will have 
also picked up all the Gems in the level 
as part of the Time Attack. 


Fodder: 
Enemies: 


None 
None 


The second challenge is a three-lap race 
against the Butterflies. The red dots act 
as a guideline for your path, although 
you can ignore them. You cannot ignore 
the green Rings, however. If you miss 
one of them, the race is over! 


Start with the Time Attack to familiarize 
yourself with the level and the controls. 
You will remain flying in the air unless 
you run into an obstacle or intentionally 
lands. The first challenge is to fly through 
these eight colored Rings. Stay in the 
center of each one so that you'll grab 
the Gems. 


Following the Rings, you'll spot some 
Dandelions adjacent to mushrooms.As 
you approach, use your flame to destroy 
them. There are eight in a row, and as 
you follow their trail it will curve around 
to the left and deposit you in front of a 
tunnel. Don’t go into the water, or the 
challenge will end! 


The blue stars provide you with a burst 
of speed, so try to hit as many of them 
as you can — even if it means dropping 
out of the path of red dots. Fly through 
these blue stars near the mushrooms 
here, for example, but be sure not to 
miss the Rings beyond. 


l 


2 


If you fly a steady race, hitting all the 
blue stars, you will just barely make it to 
the finish line ahead of the lead Butterfly. 
Congratulations! A Dragon Egg is yours. 
Don’t worry if you fail to place first. You 
can restart the race over and over until 
you win. 


p= you have performed the primary 


task in each of the five main levels, 
characters from the game will join up to 
launch a balloon that will take you from 
the Sunrise Spring Worlds to the next 
set of worlds. 


Buzz will be knocked backwards, and 
once again will alternate leaping to the 
left or right. Continue charging him 
when he lands until he is knocked into 
the lava, whereupon Sheila stomps his 
head. You'll notice that his life bar is 
starting to decrease. 
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Now let's get the third Egg. Choose the 
Time Attack option but ignore the Rings 
and head to the right around the island. 
As you approach the islands with the 
Dandelions, look for a lone mushroom 
over to the right on solid ground at the 
base of the main island. 


When 1 heard: the \Sorc 
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Unfortunately, Bianca has conjured up a 
creature in an attempt to stop you. 
Fortunately, you have an ally in Sheila the 
Kangaroo. Buzz is a nasty looking green 
character with sharp teeth. Your flames 
don’t seem to affect him, so you'll need 
to use your charge. 


Here he comes a rollin’ once again! 
Charge while running away from’ him 
until he gives up the chase. Now charge 
at him. This time, when he leaps to the 
left, he will land inside a ring of fire. You 
cannot touch him while he’s in the fire 
without taking damage, so wait until it 
subsides before charging. 


<) 7] 
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Fly over to the mushroom, landing on 
the ground near it.A hollow alcove 
reveals your friend Hunter. Since he 
asks, choose to go after the sheep 
UFOs.As Hunter, you'll be flying an 
airplane.The X or W button gives you 
unlimited turbo boosts, and the @ 
button fires your machine guns. 


When you charge him, he will be 


^ knocked backwards and will then leap 


to the left or right. Charge him again, 
and this time he'll leap in the opposite 
direction. Charge him as many times as 
you need to in order to knock him off 
the platform into the lava, keeping track 
of which direction he will leap. 


Watch out for their return fire, which 
always comes straight back. Instead of 
trailing them, come at them from the 
side and they'll be unable to hit you. 
After you've shot all 7 of them down, 
the last one drops an Egg. Choose Exit 


- Level from the menu and return to the 


Sunrise Spring Home level. 


When he emerges from the lava, he'll 
start rolling towards you so use Charge 
to run around the edge of the platform 
and away from Buzz as quickly as 
possible. When he stops rolling, he will 
charge at you. If you charge back at the 
same time, you won't take any damage. 


Knock him into the lava again, getting 
ready for him to roll after you when he 
emerges. When he stops attacking, 
charge him.As before, he will leap into a 
ring of fire, but this time the fire comes 
whether he jumps to the left or right. 
Wait for the fire to dissipate and then 
charge him. He’s almost finished! 


When Buzz emerges this time, he'll 
blow fire towards you. You'll have to leap 
into the air to avoid the flames as they 
pass along the ground. Get close enough 
to him so that you can charge at him in 
between his breaths. He'll leap into a 
ring of fire and continue blowing fire. 
Stay with him! 


Leap to avoid his flames and then charge 
at him before he can blow more fire at 
you.With a little work, you should be 
able to knock him into the lava a final 
time. Sheila will apply the coup de grace, 
slamming Buzz’s head as he sinks into 
the lava. 


Follow Zoe's instructions, and you'll do 
just fine. The first area is a training level 
where yourare taught how to fire, how 
to charge, and how to slide. Hold down 
RI or LI and move the D-pad or Analog 
stick to slide while firing at the row of 
crawdads. 


Well done! With Buzz defeated, take the 
Dragon Egg and jump back into the 
balloon.All aboard for Midday Gardens! 


Colored butterflies provide special 
Power-ups. Eat the green butterfly by 
running over it, then press the X button 
to activate your special weapon — in 
this case, rapid-fire. Now you're ready 
for the main level. 
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Once you have defeated Buzz, you may 
return to Sunrise Spring Home and 
enter the Bonus level which allows 
Sparx to take the starring role. 


Grab the Gems and shoot all the 
crawdads heading toward you as you 
follow the path. There is only one way 
to go. Eat the Power-up butterfly, and 
use your special power to help take out 
the crawdad-generating boxes. 


Because of the dragonfly’s small size, the 
level is viewed from a top-down 
perspective. The W button lets Sparx 
charge, and the @ button fires his 
weapon. 


In the central area, you'll find a red key. 
The box here is protected by a shield, 
so don’t waste time trying to shoot it. 
Use the key to open the red door to 
the northwest.At the end of that 
section, you'll find a green key. 


ei M cer 
Behind the green door to the west is a Destroy the box in the main room to Defeating the Crawdad Boss is fairly Continue firing until he is destroyed, and 


yellow key and a butterfly Power-up. 
Behind the yellow door to the 
northeast is a blue key and a switch on 
the ground which will deactivate the 
force-fields protecting the crawdad- 
generating boxes. 


recover a Gem before opening the final 
blue door to the east.After another box 
and a few more crawdads, you'll reach 
this level's Boss. 


simple. Hold down LI or RI and move 
up and down while constantly firing at 
him.Avoid his return fire, which includes 
rockets you can shoot down. Back up if 
you have to, but stay facing the Boss and 
keep firing. 


you'll be rewarded with an Egg. Now 
head back through the warp door which 
will return you to Sunrise Spring Home. 
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(D) PORTAL TO ENCHANTED TOWERS 


As before, portals will take you from 
this home level to six unique levels. 


go back to Sunrise Spring. You'll need to 
do this once you have freed Sgt. Byrd. 
Charge or flame the Gem baskets inside 
the room before exiting through the 
doorway. 
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1 That rainbow signifies that Bianca is Collect the Gems scattered throughout This pool of water looks inviting. Jump After emerging from the water, hop up 


coming. She'll once again try to talk the trees and along the nooks and in and dive down below, using your the steps on the left side of the water 

Spyro out of his quest. Don’t fall for it! crannies of the outside wall.Aren’t charge to break open the Gem bottles. where Hunter may be found. He 

You are smarter than she thinks...aren’t those bunny rabbits cute? Flame ‘em if An Egg can be found underneath the suggests that you spit a rock at the 

you? you need to increase your health! bridge. target to open a Portal. Simply walk 
over to the rock and you will 
automatically pick it up. 


using the A button to bring up the 
aiming cursor.When you've lined up 
your shot, use the @ button to spit the 
rock. 


cave you'll find an Egg sitting all by itself. 
Get used to the feeling of the ice, as 
you'll soon be entering a world with 
many frozen surfaces. For now, however, 
head back outside. 


requisite Eggs. For now, break open the 
bulls-eye container, then jump into the 
water under the bridge to collect any 
Gems you may find. 


TPORTAL TO aie 
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Enchanted Towers is now open, but you 
should explore the rest of the Home 
level first. 


building in the distance. Surrounding the 
building is a dirt path, and you'll probably 
recognize the taunting sound of the 
Thief who is not too far away. Charge 
after him! He'll stay on the path, but you 
can cut corners to gain on him. 


PORTAL TO 
BAMBOO TERRACE 


GOT GEMS? 
~% 


Bamboo Terrace up some steps. You'll 
need 30 Eggs to open it, though. There 
are a lot of Gems scattered on the 
steps, and even some vases behind the 
portal itself. There are also several 
bunnies scampering around for a health 
boost. 


building you started from, you'll find a 
small opening.A blue glow emanates 
from within. 


will suddenly reverse course. Continue 
charging after him until he gets in 
flaming distance. Scorch him and he'll 
drop the Egg he was carrying. 


Terrace, Zoe is flying near a Superflame 
Power-up gate. For as long as it lasts 
(until the gauge runs out), your flame 
will be more powerful than normal. You 
can tell that it's powered up because 
you change color. 


Gems on top of a patch of ice. Note 
that you cannot jump or charge while 
on the slippery surface,and your 
momentum carries you forward even 
after you've started to turn. The Portal 
to Icy Peak is here, but you'll come back 
to it later. 


encounter Hunter, who tells you how to 
climb. Easy for him to say.All Spyro has 
to do is move towards any ladder and 
push forward. Climbing this tree will 
lead him to the Portal to Spooky Swamp 
which takes 25 Eggs to open. 


larger items...such as flowerpots. There 
are three in the area surrounding the 
Portal to Bamboo Terrace. 
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the far side of the stream.When you 
flame it, an Egg will be revealed. The Egg 
will actually appear in whatever 
flowerpot you flame last. But, since you 
were going this way... 


spot another Portal. This one leads to 
Country Speedway, but it is inaccessible 
until you have first recovered 36 Eggs. 
You've now seen all there is to see of 
the Home level, so head back towards 
the building near the path where you 
toasted the Thief. 


penguin, for a fee of 700 Gems. You 
should have more than enough, 
especially since you have now found all 
the Gems in this home level. 


shows a picture of Sparx. This is the 
entrance to the Bonus Level which will 
open up only after you defeat the Boss 
between this world and the next. You'll 
have to come back later. 


jump through the Superflame gate once 
again. Charge to run towards the path, 
as your power-up will soon wear out. 
Head around to the other side of the 
building... 


base and beckons you to follow. In order 
to use Sgt. Byrd on other levels, you 
must first complete his base level, so go 
on inside. 
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look for an alcove on the wall near the 
stream.Whenever you see ladder-like 
surfaces, chances are you will be able to 
climb them. 


container. Quickly use the @ button to 
shoot your powered-up fireball at it and 
grab the Gems that were inside. 


game without returning to the prior 
world, you won't be able to completely 
finish the game. Now that you have 
freed Sgt. Byrd, return to the balloon 
and take it back to Sunrise Spring 
Home.There are two Eggs in the Molten 
Crater level that only he can obtain. 


and climb into the alcove to grab the 
Egg and Gems. 


structure. There are Gems and baskets 
scattered in between the columns and 
on the steps. Grab them and hop up to 
the top where you'll encounter your old 
“friend” Moneybags. 


TRANSPORTATION 
BETWEEN WORLDS 


Terrace, if you've completed the primary 
tasks in each of the main levels you'll 
automatically be taken back to the 
Whirligig (located where your balloon 
landed). It is now operational, allowing 
you to travel to the Evening Lake 
worlds. 


ICY PEAK 


Gems: 500 Eggs: 


Character(s): 


Entry requirements: 
Fodder: 
Enemies: 


With the crystal cleared off the circular 
platform, a whirlwind appears. Ride it 
over to the island and grab the Gems. 
When you glide back, aim for the 
ground where the cannon is located. 


Spyro 


None 

Ducks 

Walking TNT Crates (Flame) 
Shotgun Rhynocs (Charge) 
Pickax Rhynoc (Flame) 


Head up the steps and enter the cave 
with the Shotgun-wielding Rhynoc and 


TNT Crates. You can’t charge the crates, 


or else they will blow up, so use your 
flame and stand back. Glide across the 
gap and flame the Pickax Rhynoc, as he 
is too big to charge. 


~ © LEVEL START 
O CHET 
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See the Gems underneath the ice here? 
The large crack in the center should 
give you a big clue about what you will 
have to do later on. For now, take out 
the TNT Crates but be careful not to 
slide into them when they explode! 


O AEEZ 
(Q ro cerny 
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Looks like we're in the great white 
North, eh? You'll spot Bob trying to use 
a cannon to clear the ice blocking the 
path. He isn’t doing a very good job. 
Jump into the cannon yourself. Use the 
Direction Pad or left Analog Stick to aim 
the cannon and press the ® button to 
fire it. 


You need to clear the ice blocks to the 
left, as well as the ice crystals on top of 
the circular platform. Pulling back on the 
D-pad or Left Analog Stick will raise the 
barrel. Look for the flying buzzards and 
shoot them out of the sky. It's even a 
good idea to blast the TNT crates on 
the ice. 


Be sure to flame the rocket as you make 
your way around the circular platform. 
After flaming a Pickax Rhynoc, you'll gain 
access to another cannon.Aim at the ice 
which is blocking a passageway to the 
right. You'll have to shoot the ice on the 
other side of the passageway as well. 
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Send a cannon shot into the weak- 
looking wall ahead and you'll open up a 
secret cave. Use the cannon to take out 
the Pickax Rhynoc and the metal Gem 
container from afar before gliding over 
there. Lastly, turn around and shoot the 
ice crystals on the platform. Don’t 
forget the buzzards! 


From the behind the cannon, jump and 
glide to the platform where you 
destroyed the ice crystals.A whirlwind 
will give you a boost over to an island 
with a bulls-eye Gem container. Now 
jump and glide back to the area with the 
ice patch. 


Nancy now heads down to 7:00. Two ice 
hockey players will approach. The first 
comes from 9:00, the second from 2:00. 
Stay on her left side for the first one, 
then head to her upper right to meet 
the second.As Nancy moves off to 7:00, 
you'll spot the reflection of a player at 
12:00. 


Zoe saves your place as you head 
through the passageway. The ice beyond 
is treacherous because a blast from a 
TNT Crate or a hit from the Pickax 
Rhynoc can send you off the edge. 
Before heading that way, glide to steps 
hidden from view around to the right. 


Moneybags is in the cave. He'll offer you 
admission to the greatest show on Earth 
for 500 Gems. It isn’t the circus — it’s 
ice dancing! Pay the bear and enter the 
warp door. 


After her rotation, Nancy heads to 
12:00.A hockey player approaches from 
4:00, so stay behind her and face to the 
lower right.Another player comes in 
suddenly from 8:00, so be on your guard 
and face the lower left. 


Follow the narrow ledge, charging the 
Shotgun-wielding Rhynoc as he heads 
towards you.At the end of the path 
you'll find an Egg. 
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Nancy the ice skater asks your help in 
protecting her from evil hockey players. 
You've got to follow her around the ice, 
flaming the hockey players before they 
whack her with the stick. Think of 
directions as they relate to the hours on 
a clock. 


Nancy now skates towards 5:00, but a 
hockey player comes in fast from 3:00. 
Stay above her and face to the right. 
Finally, Nancy heads towards 10:00 and 
the center of the rink. Players appear at 
12:00, then 10:00, then 2:00. You'll have 
to move quickly to get all three of them. 


Beyond the ice patch,a Pickax Rhynoc 
guards a cannon. Use it to break the ice 
blocking the building entrance to the 
right and the cave entrance to the left. 
You can also shoot all the TNT Crates 
from here. Don’t forget to destroy the 
ice crystals behind you to activate a 
whirlwind. 


Nancy heads off towards the | 1:00 
direction. The first ice hockey player 
comes in from 12:00. Skate out in front 
of her and flame him. Nancy then heads 
to 3:00.You don't see anyone ahead, 
because the next hockey player is 
coming behind her at 9:00. Stay on the 
left side and flame him. 


Congratulations! Nancy rewards you 
with an Egg that one of the judges threw 
in lieu of a rose. Skate back to the warp 
doorway and enter the building on your 
left. There are three openings, each 
leading to an Egg. Take the easiest one 
first: the middle doorway. 


Doug explains how he put up ice blocks 
to confound his friend Bob.What a 
crazy Canuck! He'll activate the gondola 
so that you can return to the beginning 
of the level. Better yet, he'll give you an 
Egg before opening up the exit Portal 
back to Midday Garden Home. 


Retrace your path back to the building, 
through the left doorway with the 
cannon, and over to the whirlwind once 
again. This time, follow the icy steps until 
you reach another whirlwind that you 
revealed earlier. Glide over to it,and use 
it to reach the island in the distance. 


Be patient! It will take some time to 
catch up with the Thief. Try to close the 
distance between him by cutting 
corners tightly and hugging the walls 
around turns. Eventually, you'll have him 
in range of your flame, knocking an Egg 
loose. 


Ignore the gondola and head back inside 
the building. Take a right turn and exit 
the doorway with the cannon. Jump on 
in! You know what to do — break the 
ice blocks and shoot the ice crystals and 
birds. 


The rocket you lit awhile back left some 
Gems scattered, and there is an Egg 
sitting all alone. Jump and glide back to 
the circular path surrounding the 
whirlwind platform. Now head back 
through the passageway and over to the 
building with the three doorways. 


No sooner do you defeat the first Thief 
than a second red one drops in to take 
his place. Chase him, same as the first, 
watching for him to turn suddenly to 
throw you off. Jump to glide over the 
gaps, and cut the corners to close the 
distance. Flame away for a second Egg. 


With the ice crystal destroyed, a 
whirlwind is revealed. Glide over to it, 
and let it send you on your way to a 
series of icy steps on the outside of the 
mountain. Before climbing the steps, 
take an immediate left and pause in the 
doorway overlooking the room with the 
Gems under the ice floor. 


Take the right doorway out of the 
building and carefully make your way 
down the steps. Inside the room at the 
bottom you will find a warp door. Enter 
it and you'll find yourself on a raceway 
of sorts, complete with a yellow Egg- 
carrying Thief straight ahead. 


Before leaving, investigate the track 
further. In an alcove to the left of this 
gap you'll spot several Gems.A 
whirlwind takes you up and launches 
you over to a peak containing several 
Gem baskets. From here you can glide 
back to the track. Look for the left 
curve inside a tunnel following a gap. 


Glide off the ledge. When you reach the 
center of the room, press the 4 button 
to perform a headbash and crack the ice 
open. That's using your head! You can 
now dive underwater to retrieve a 
couple of Gems here and a whole lot of 
them in the adjacent room. 


Are you going to let him taunt you like 
that? Jump and glide over the gap, then 
charge while running on the path. You 
will be supercharged, emitting more 
smoke than a speeding locomotive. 
Continue after the Thief, making sure to 
jump and glide across the gaps in the 
track. 


The inside wall of the curve is covered 
with ice, so break it open while 
supercharged. You'll also need to be 
supercharged to open the Metal Gem 
container inside.With all the Gems 
collected, head back through the warp 
door.Time to use the exit Portal back to 
Midday Garden Home that Doug 
opened for you. 
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ENCHANTED TOWERS 


Character(s): 

Sgt. Byrd 

None 

Sheep 

Jackhammer Rhynoc (Charge or Flame) 
Flying Geckos (Shoot) 

Mallet Rhynoc (Flame) 


Entry requirements: 
Fodder: 
Enemies: 


LEVEL START (Q ro canoune & arex 


O PEANUT W2) TO LYS 


© taps (Q ro Become ser. yap 


ay TT 
Charge the Jackhammer Rhynoc ahead 


before he reaches you. The innocent 
sheep are your source of energy for this 
level, so charge or flame one if you are 
running low on health. 


will periodically shoot out and land on 
the bank. Gobble up one of them and 
use the 4 button to aim and shoot it at 
the Flying Gecko up ahead. 


Cross the bridge into the first castle, 
taking out the Jackhammer Rhynocs in 
your path. Two Mallet-wielding Rhynocs 
will be waiting for you just inside, so 
don’t hesitate to flame them. 


Up the small set of steps, Zoe will zap 
you to save your place. Jump and glide 
across this open space to reach the 
next castle.Another Mallet Rhynoc 
steps out in front of you, so flame away! 
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Out the back of this castle you can see a 
small island. Glide over to it and snag 
the Egg. 


Now glide back over to the castle and 
cross the bridge, taking out the Mallet 
Rhynoc. Gobble up a rock here to help 
you take out the Flying Gecko hovering 
between the next castle. Now ride the 
whirlwind to the top. 


Before gliding straight across the gap to 
the next area, look for some Gems 
around the roof to the left.When the 
rooftop ends, you can glide and hover 
back over to the second level of a castle 
we just visited. 


The Gems on the island can be reached 
by hopping up to the right side of the 
castle turret and gliding over. Hover at 
the end to avoid falling into the abyss. 


Hunter now challenges you to a free- 
style competition where you must score 
more points than he does before the 
timer runs out. Your best bet is to start 
on the blue half-pipe to the right, as you 
can do both kinds of tricks here and 
there is a skateboard generator if you 
bail. 


Walk through the arch and glide over to 
a rooftop filled with an Extra Life Bottle 
and Gems. Now glide back down to the 
castle room with the sheep and lava 
rock inside, and glide over to the castle 
with the whirlwind in it once again. 


More importantly, you can now enter 
the pedestal where the statue was by 
climbing the nearby steps and gliding 
over to it. Drop down inside and enter 
the warp door. 


Variety is the key to high scores, so 
don’t do the same thing over and over. 
You'll score fewer and fewer points the 
more you repeat a move. Try turning 
one way and then the other in the same 
jump before landing. If you can beat 
Hunter, an Egg will be yours. 


This time, ride the whirlwind up and 
glide across to a grassy area. Zoe will 
save your progress as you arrive. Flame 
the rocket sitting on the ground and it 
will smash into the statue. Clear the 
area of the Rhynocs and, by swallowing 
and shooting lava rocks, Flying Geckos. 


Looks like Hunter has found another 
skateboard park. Hunter will give you 
some valuable lessons, so pay attention 
and copy what he does.After you've 
successfully pulled off all the right 
moves, he'll challenge you to score 500 
points on the giant ski ramp. 


Before leaving this area, search for all 
the Gems you can find by entering the 
tunnels. There are several Gem vases on 
tall pedestals. You must use the ramp 
beyond the half-pipe near the circular 
platform to reach them, jumping from 
one to the next. 


Look for two more rockets in the 
surrounding area, and flame them as 
well. They will crash into the statue and 
destroy it.With the sorceress’ likeness 
gone, Jasper will present you with an Egg 
before opening the exit Portal back to 
Midday Garden Home. 


The easiest way to score the required 
points is to flip end over end three 
times before landing on the circular 
island. Don’t hit the X button at the 
bottom of the ramp, but hold down the 
A button in the air while pushing 
forward on the D-pad or Left Analog 
Stick. Hunter rewards you with an Egg. 


Take the warp door back to the main 
level. Head around the exit Portal to 
another whirlwind. Ride it up to a ledge. 
Instead of gliding straight across the gap, 
turn to the right and perform a short 
glide to get to the top of the grassy 
area. 


From here you can glide to another 
grassy area where you'll find a bulls-eye 
container, Gem baskets, sheep, and a 
Flying Gecko (whom you must avoid 
unless he gets close enough to flame). 
What is the creature doing with the 
bone? You'll find out later. 


When Farley goes to retrieve the ball, 
he'll activate the pad, causing the steps 
to rise. Charge the red button to open 
the door to the next area. The wolf 
heads on through, taking the ball with 
him. Flame these Mallet-wielding 
Rhynocs before following the wolf up 
the ramp. Take the ball from the ground. 


The bridge leads to a warp door with 
Sgt. Byrd's face on the nearby sign. 
Looks like a job for our favorite flying 
penguin! We find ourselves back in the 
main level, but this time we can fly from 
castle to castle. Use your rockets to 
shoot the Flying Geckos as well as the 
red balloons carrying Gem vases. 


There is another bulls-eye 

container on a pedestal ne art of 
the level. Glide over to it an, reve 
the Gems. Return to the lası © 'hirlwind 
and ride it up to the ledge once again. 
Now you can glide over the gap 
between the turrets to a final large 
grassy area. There are several Geckos 
here. 


Step on the pressure pad yourself and 
then aim the ball into the doorway 
across the gap. Farley will jump over to 
it, using the pedestal you just raised. You 
can now jump and glide over there 
yourself. Grab the ball and then stand on 
the pressure pad to lower af destal 
near the exit. 


Sgt. Byrd's task is to collect 8 bones 
which are scattered throughout the 
level. Just look for alcoves on the top of 
every castle turret which you are unable 
to reach. You'll have to shoot the critters 
which are gnawing on them before 
grabbing the bones. 
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Fortunately, you can swallow rocks near 
the lava falls and shoot the Geckos from 
a distance. Run over to the rock, 
swallow it, then run to the middle of the 
bridge. Turn around and slowly approach 
the grassy area.As the Flying Geckos 
appear, shoot the nearest one down. 
Repeat until all of them are toasted. 


Turn and aim the ball at a second 
pressure pad near the exit. The moment 
that Farely walks onto the pedestal, 
jump off the pad and over to the 
lowered platform beneath the red 
switch. The wolf will step on the 
pressure pad, raising the platform You 
are on. Now you can charge the switch 
and open the exit. 


When you've found all the bones, Ooga 
gives you an egg for your troubles. Feel 
free to walk out on his friend's 
embarrassing bone dance. 


The warp door near the lava falls leads 
to some catacombs. Mowat explains 
that his pet wolf Farley has fallen down 
the hole, so you have to retrieve him. 
How? Get him to follow you by 
swallowing the ball and spitting it out 
elsewhere. Jump on the steps and then 
aim the ball at the pressure pad on the 
floor. 


Head up the steps and glide over to the 
exit. Farley is barking at a wall. Notice 
the crack? Charge the wall and you'll 
reveal a Rhynoc in the room behind it. 
Charge one final button and you'll find 
yourself back with Mowat. He gives you 
an Egg as thanks for rescuing his beloved 
pet. 


If you are missing any Gems, fly around 
looking for stray balloons or Flying 
Dragons you might have missed. When 
you've recovered every Gem, return to 
Sgt. Byrd's warp door and then, as Spyro, 
ride the whirlwind in the turret back to 
the previous island where the exit 
portal is found. 


SPOOKY SWAMP 


Gems: 500 Eggs: 


Character(s): Spyro 
Sheila 


Entry requirements: None 


Fodder: Crawdads 

Gators (Flame or Charge) 
Slingshot Rhynocs (Flame or Charge) 
Shrimpin’ Rhynocs (Flame) 
Mosquitoes (Flame) 


Enemies: 


You'll have to charge into the large 
Shrimpin’ Rhynocs on the bridges as you 
head off to light the other candles. Boy! 
The mosquitoes around here sure are 
large! Flame the one here before 
jumping across the gap in the bridge. 


There are also a number of bulls-eye 
containers nearby. 


(LEGE! 


~ © LEVEL START 
O THELONIOUS 


C) MICHAEL 


The Gem container hidden in the trees 
is locked, which means you'll have to 
return to it when you find the key. 
Mindful of the piranhas, jump and glide 
over to the island. Use the 4 button to 
hover if necessary. Along with three 
Gem baskets, you'll find a Dragon Egg. 


i1 
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You can swim, but so can piranhas! 
Whenever you see a sign like this one, 
stay out of the water! You don’t have to 
be a good sport about it, though. Go 
ahead and Flame every sign you see out 
of spite. 


Flame the Gator ahead to rescue 
Homer the Firefly, who happens to 
speak in Haiku (Whatever!). Climb the 
ladder into the first house and flame the 
candle to light it. 


After you've lit the third candle, Zoe will 
zap you and save your progress. Glide 
across the water, taking out the 
enemies, and follow the path to the 
door where Moneybags awaits. He 
offers to open the door for you, so long 
as you fork over 500 Gems.What a nice 
bear...not! 
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After lighting the fourth and final candle, 


back out of the room and meet up with 
Shiny the Firefly. You'll have to rescue 
him from a Rhynoc first. 


Face the trees growing in the water and 
then jump and glide over to the top of 
the middle one with the Gem on it.You 
may have to hover at the end. Now 
turn, jump and glide over to the first 
treetop.A Dragon Egg may be found up 
here. 


Buson the Firefly has a bomb, and he 
isn’t afraid to use it. Sheila will have to 
clear the way for him, however, by 
kicking any boulders which appear in 
front of him. Basho will stay on the path, 
mostly, so follow it — staying just ahead 
of him. 


Shiny thanks you with a Dragon Egg 
before opening the exit portal back to 
Midday Garden Home. He also tells you 
about two warp doors on the other 
side of the building. 


Go all the way back to the last candle 
room, glide over to the island beyond, 
and climb the short ladder once again. 
This time around, glide around to the 
third treetop to acquire the Key. 


You've also got to flatten the 
mushrooms. Jump on top of them, and 
then jump again and press 4 while in 
the air to stomp them. 


We're not through just yet. Climb back 
up into the room with the last candle 
and look out the opposite doorway. 
Jump and glide to the top of an island, 
then climb the short ladder to the 
treetops. 


Remember that locked Gem box? Head 
all the way back there and use the key 


to open it up. There are six Gems inside. 


Not too shabby! Now head back to the 
end of the level. 


The tricky part comes near this building. 


You've got to stomp the same 
mushroom twice, because it pops back 
up again while Buson is making a wide 
turn to the left. 


Glide to the next set of treetops. From 
here, we can spy the objects of our 
quest: a Gem and an Egg. 


Just around the portal that Shiny opened 
you'll find two warp doors. Look for the 
one near the sign with Sheila's face on it. 
Ready to become a Kangaroo? Just 
remember that Sheila can use her feet 
to break rocks by kicking them. 


A mushroom, a boulder, and another 
mushroom later and Buson will arrive at 
the Egg cage. After he uses the bomb on 
it, it will open up and the Egg will be 
yours. 


Back at the beginning of the path, you 
must now escort Basho. Unfortunately, 
he strays from the path quite a bit! Head 
right for the first boulder in the path 
near the building, then hit the next 
boulder on the path. You can ignore the 
next two mushrooms, as Basho weaves 
around them. 


Be sure to collect all the Gems in this 
area before exiting through the warp 
door.A few of them are hidden in caves 
behind boulders. You'll have to stomp 
the bulls-eye containers to open them. 


Line the bombs up between you and 
Sleepy Head and then charge them. If 
the counter reaches zero, the bomb will 
explode. 


Destroy the next boulder and the 
stomp the mushroom closest to the 
next building. Basho will head around 
the building, so take out the three 
boulders surrounding it. 


Double Jump near the outside walls 
until you find cracked walls high above. 
Kick them open and enter secret caves 
to obtain the Gems inside. 


Sleepy Head sends out three Gators 
whether the bomb hits him or not. 
Flame them as they approach and then 
get ready to charge the next bomb back 
at him. 


He then cuts across the grass towards 
the path where there are three 
mushrooms. Stomp the center one. 


At the beginning of the level, you'll spy a 
Gem behind a closed gate. You'll have to 
go to the very end of the level to get it. 
Look for a large, plain, blue-colored wall. 
There are no cracks to give us a hint 
that it can break, but if you kick a hole in 
it you can grab that pesky Gem. 


After you've hit him three times, Sleepy 
Head will throw three red fireballs at 
you before tossing the final bomb. 
Charge it back at him a fourth time, and 
you will be rewarded with an Egg. You'll 
then find yourself back in the Spooky 
Swamp. 


Back on the path, there is one more 
boulder and a final mushroom to take 
care of before Basho reaches the Egg 
cage.When the dust settles, the Egg will 
be yours! 


Back in the main level as Spyro, jump up 
and enter the other warp door. You'll 
find yourself in a circular area with an 
angry-looking character in wizard 
pajamas.As soon as you arrive, he starts 
to toss bombs your direction. 


If you missed some Gems, you can run 
back through the level to find them. 
Otherwise, Spooky Swamp is clear. Use 
the exit portal back to Midday Garden 
Home. 
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Character(s): Spyro 
Bentley the Yeti 
Entry requirements: 30 Eggs 
Fodder: Crickets 
Enemies: Firecracker-tossing Rhynocs (Flame or Charge) 
Ox (Charge) 


) Pee-wee Kimono-wearing Rhynocs (Flame) 


D TO BRUBECK 
@ TO RUSTY 


x 


~~ Ling Ling the panda will speak to you as 


you approach the gate, explaining that 
the Rhynocs are harassing the workers. 
Normally, you wouldn't get involved in a 
labor dispute, but you need that 
bamboo to create the whirligig to leave 
this world. 


Umbrella Rhynoc, the two Panda Bears 
will be able to push aside the stone 
which is blocking the entrance to the 
next area, Zoe saves your progress as 
you pass through the building. 


After clearing the Oxen from the path, Eliminate the Firecracker-throwing While underwater, look for cracks on Behind the building on the edge of the \ 


walk over to the edge of the cliff and 
jump and glide across to a small island 
where an Egg is sitting all alone. 


X 


one of the walls and charge the weak 
spot. Looks like you hit the mother 
lode! Inside this secret area are four 
Extra Life Bottles! 


Rhynoc and Kimono Rhynoc from the 
next area, allowing the Panda Bears to 
pull a switch to extend a bridge over the 
water. Speaking of which, don’t forget to 
get the Gems from the bottom of the 
pond. 
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cliff you can glide to a set of stairs. Take 
out the Rhynoc who drops in, then 
when you reach the top jump, glide 
across to the cave in the distance. 
Another Kimono Rhynoc is here, 
guarding an Egg. Grab it and return to 
the bridge and walk through the 
building. 


Zoe zaps you as you exit. The bridge 
ahead is out, so head to the right. Jump 
to the first island in the water. Glide to 
the second one, and quickly glide to the 
ledge where you can blast a Firecracker- 
throwing Rhynoc. Don't worry if you fall 
in the water— you'll need to get the 
Gems down there anyway. 


On your way out of the final building, 
you might have noticed a Thief near the 
missing bridge. He'll lead you on a long 
chase around the level. It is hard to 
narrow the gap, but one way you can do 
it is by cutting the corner off of the 
emergency bridge. Flame him when he 
gets into range and he'll drop the Egg. 


Sing Sing gives you an Egg as a token of 
his appreciation. He activates the 
emergency escape bridge before 
opening an exit portal back to the 
Midday Garden Home. 


ISERE Vs S 
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Use the emergency bridge to reach a 
warp door. Inside, Shui asks for your 
help in shooting Rhynocs before they 
come into contact with the panda 
workers. When you pass through the 
gate, you'll be given the Superflame 
power-up. Use the D-pad or the Left 
Analog Stick to move the targeting 
cursor and press @ to fire. 


On the her side of tne final building, a 
bridge |, «ds to a sign with the face of a 
Yeti on it. You'll have to come back here 
later after rescuing Bentley the Yeti from 
the Evening Lake Home. For now, take a 
left turn at the closed entrance and 
keep going until you glide over to the 
Mystery Vase on an island. 


‘The first set of Rynocs are pretty easy 
to hit. Don’t be afraid to fire multiple 
shovs if necessary.As the boat turns the 
cornes, ove the targeting cursor over 
tothe’ to give you more time to line 
upy *s. The next set of Rhynocs 
are > the right, which is a more 
diffi 


Each time you destroy the Mystery Vase, 
it will appear somewhere else. You'll be 
shown the location for a brief moment. 
If you can’t recognize where it is, you'll 
have to search for it. Hint: It keeps 
appearing closer towards the start of 
the level. After the seventh time, you'll 
break it open to reveal Gems. 


The second time around, Rhynocs drop 
down from the sky towards pandas on 
bridges. Always take out the Rhynocs on 
the right side before the ones on the 
left, and wait for their umbrellas to open 
before firing. Just don’t hit the pandas, or 
you'll have to start over! When the 
coast is clear, Shui rewards you with an 
Egg. 


You cannot obtain the final Egg until you Enter the building and take the exit Welcome back! With Bentley rescued, Smash the three Kimono-wearing 


rescue Bentley from the next set of 
worlds. For now, head back over the 
emergency bridge. Don't forget to 
search the ground behind the final 
building for Gems. 


portal back to Midday Garden Home. 
Let’s go rescue Bentley! 


the warp door near his sign is now 
open. Head over the emergency bridge, 
over the water, and through the last 
building to get there. Enter the warp 
door and Bartholomew will tell you that 
he saw some Rhynocs run to the top of 
the hill with an Egg. Let’s give chase! 


Rhynocs and any Panda — head 
boulders they may send your way 
before clearing the boulder which 
blocks the doorway. 
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s you head up the ramp,a Kimono Take out the Rhynoc in the first corner Continue around the corner and up the You can’t jump up to the ledge ahead, so 
Rhynoc up ahead pushes a boulder and grab the Gems before heading up ramp. This time, the boulder bounces on smash the boulders on your right which 
towards you. Stop walking and smash it the next ramp.Another Rhynoc sendsa the path. You can either duck under itor block the entrance to a room. 
with your club. Don’t let down your boulder your way.After you smash it,get smash it. 
guard — here comes another rock from ready to smash him when he comes 
around the corner! If you see aTNT after you. 
barrel, don’t smash it or it will explode. 

Instead, Twirl your club to blow it 


N backwards. A 


you'll have to smash the three Kimono in the corner to your left as you leave. out to the left on top of the buildings. you go.You're almost at the top! Smash 
Rhynocs first. Exit the room by smashing There is a Gem container behind him. Navigate the narrow walkway between the boulder as it comes your way, and 
the two Panda-head boulders in the the roofs carefully — if you fall down, turn the corner. 
other doorway. you'll be at the beginning. On the far 

roof are some Gems and an Extra Life 

Bottle. 


Instead of heading up the ramp, turn to 


A Gem container anda Kimono Rhynoc Don't forget to take out the last Rhynoc 
face the very top of the building. You can are at the very top level. More in the corner. Head back down the 
jump up here, and you definitely should importantly, the final Egg is also located mountain and out the warp door. Press 
to avoid the TNT barrel coming your here. LI, RI, L2 and R2 to have Sparx locate 
way! Twirl your club to blow it any missing Gems for you in the main 
backwards, or simply stay on the right Bamboo Terrace level. If it is clear, use 
side of the ramp to avoid it. the Exit Portal. Now return to Evening 

Lake using the whirligig. 


MIDDAY GARDEN WORLDS ) 


Character(s): Sgt. Byrd 
Entry requirements: None 
Fodder: Ladybugs 
Enemies: Flowerpot-throwing Rhynoc (Shoot) 
Flying Rhynoc (Shoot) 
Shooting Rhynoc (Shoot) 
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Sgt. Byrd is one tough penguin! He says 


he’s got to whip his troops into shape. 
When you take control of him, press the 
X button to make him fly. Release it and 
he will slowly float to the ground. 
Practice pressing and releasing the X 
button to make him hover in place. 


ordayat 1845 
defended as best 
leadership. we 


er y 1900 
hours the rest of The squad ae fured and 


have overrun the base and captured 
your men. Grab all the Gems you can 
find before going off to their rescue. 


Use a missile on the Rhynoc in the y Shoot the Rhynoc blocking the door, 
helpful in opening up Gem baskets as adjacent room, then unlock the cage to room? Think three dimensionally! Use and then shoot the door with a missile 
well as taking out Rhynocs and knocking free Pvt. Ernie.You now have four other the X button to fly up into the air, to open it. In the next room you can 
down birdcages. hummingbird soldiers to rescue. looking for an opening in the wall to the shoot the balloon with a missile to make 

upper left of the warp door. it drop the Gem vase. Watch for flying 
Rhynocs! Don’t worry about the locked 
Gem container for now. 
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Blast the Rhynoc on the ground and 
head to the next area. Take out two 
more Flowerpot-throwing Rhynocs on 
the ground below. 


There are several enemy Rhynocs here 
that must be taken out with your 
missiles. Don’t forget to shoot the red 
balloons high above to make them drop 
the Gem vases.When the coast is clear, 
head out the far end of the cave and 
grab the bomb next to Skyler. 


Cpl. Skyler will give you an Egg for 

clearing the caves, and then he'll open a 

Portal back to the Midday Garden 

Home. Don't follow him just yet, as your 

mission is not yet complete without the 
d Egg and the rest of the Gems. 


When the area is clear, fly up and shoot 
the door open.With the building clear, 
you'll be awarded an Egg. The Rhynocs 
have blocked the exit. Pick up the weight 
here by flying and landing on top of it. 


Remember that locked Gem container? 
Fly all the way back there with the 
bomb in tow. Use the A button to 
switch to an overhead camera view. 
Target the container, and then bombs 
away! Not only did you break open the 
container, but you made a giant hole in 
the floor. Go investigate. 


Just across the lava is a tunnel you must 
traverse. You'll have to pause and hover 
to avoid being hit by the flames shooting 
out of the gargoyles’ mouths.At the far 
end is the final hummingbird cage. 
Private Ethan will give you a Dragon Egg 
for rescuing him. 


You'll spot two blue switches down 
below and ahead of you on either side 
of the exit door. Hover over one of the 
switches and drop the weight on top of 
it. Turn around and take out any Flying 
Rhynocs with your missiles. There is also 
a hummingbird cage under a ledge 
which you can blast open. 


Follow the river of lava, taking out the 
Rhynocs on the banks, until it leads you 
to a room with a single hummingbird 
cage. Save Private Ethel by blasting the 
cage with your missile. You can see Sgt. 
Byrd's destination through the window, 
but you'll have to head back through the 
hole to get there. 


Before leaving the level, make sure you 
have obtained all the Gems. There are 
quite a few inside caves and on top of 
the building's highest ledge in this area. 


Take out the Rhynoc near the second 
weight, then grab it and place it on ti 
other blue switch.With both weights in 
place, the exit door will now open. Take 
the Gems you can see before moving 
on. Zoe will zap you and save your place 
as you enter the next area. 


Continue through the caves as before. In 
the final area, you'll encounter a handful 
of Rhynocs on the ground and even 
more in the air and on the 
mountainside. Look for a hummingbird 
cage hanging up high on the wall. 


Use the bombs which are lying around 
to blow open the Gem containers. With 
all Gems collected, use the portal to 
head back to the Midday Garden Home 
level. You can now use Sgt. Byrd 
whenever you see a sign with his face 
on it. One such sign can be found in the 
Molten Crater level in the last world, 
remember? 


O Gavin 


The blue star will give you a boost to 
finish before the clock runs out. Head to 
the left and follow the trail of bi-planes 
as they wind their way through the tops 
of several barns and the covered bridge. 
Each one will relinquish a Gem when 
flamed.An Egg is yours for successfully 
clearing the time attack. 


MIDDAY GARDEN WORLDS 


COUNTRY SPEEDWAY 


Character(s): 
Entry requirements: 


© RosERTO 


Lap 1/3 


Gentlemen, start your engines! As 
before, the race will end immediately if 
you fail to pass through one of the 
green rings. However, you'll have to 
deviate from the red dot path to collect 
rockets and obtain speed boosts 
necessary to win.As the race begins, 
head through the open left side of the 
covered bridge. 


Fodder: 
Enemies: 


There is another blue star just below 
the red dot path as it curves to the left. 
Head through the green ring in front of 
the top of the barn and you'll pick up a 
rocket which you can fire with the @ 
button.As you emerge from the barn, 
make an extremely sharp left turn and 
drop in altitude for a blue star. 


Fly through the center of the rings so as 


to nab the Gems as you pass through. 
They curve to the left, but it is a simple 
matter to make it through all eight of 
them.The tractors are your next 
targets. Go ahead and land, charging 
after them while following the path. 


destroyed, you'll have to jump and glide 
towards the water. See the beret- 
wearing cow? (Monica Mooinsky?) 
Flame broil that bovine! Look for more 
cows to follow on islands, the roofs of 
submerged houses, and back on dry 
land.Aim for the berets! 


You can also make it through another 
blue star just below and in front of the 
next green ring. Leave the path by 
swooping down and through the top 
half of the barn below.There is another 
blue star inside. On your way out, you'll 
have to fly upwards and make a tight 
right turn through the green ring. 
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A blue star inside the tunnel will send 
you zooming out, but you have only 
seconds to decide whether to take the 
top (rocket) or bottom (boost) of the 
barn. Unless you are on the final lap with 
a bi-plane in front of you, take the 
bottom. Now make a hard right turn 
through two more green rings. 


Hunter straps his jet pack on and goes 
after them. Since he flies automatically, 
you can’t control his path. Instead, use 
the D-pad or Left Analog Stick to place 
the cursor on the oncoming UFOs and 
space cows. 


After he gets hit three times, Spike will 
jump down on the arena, causing the 
floor to crack. This allows steam to 
escape periodically which you must 
avoid. Keep an eye out for innocent 
chicken bystanders: flame or charge 
them to Power-up your health. 


There is a blue star behind the covered 
bridge which is easier to reach by flying 
through the bridge. Ignore the rocket off 
the path to the right of the final barn, as 
you'll waste time trying to reach it. 


It will take you a few attempts to 
memorize the path that Hunter takes. 
Blast all the cows you see from as far 
away as possible, and watch out for 
UFOs coming in. If you miss any of 
them, you'll have to start over. 

If you want that third Egg, don’t give up! 


Sgt. Byrd will now drop red spike balls 
which gives you a temporary 
Flamethrower Power-up.After grabbing 
one, charge at Spike or give him a blast 
of your flame. If Spike gets to them first, 
he'll shoot a wave of flame at the floor 
which you must jump over. 


In order to overcome your opponents, 
you'll have to hit as many of these blue 
stars as possible in each lap (since the 
bi-planes miss some of them). It's usually 
best to fire the rockets immediately 
after obtaining them, as they'll head for 
the nearest plane.When victory is 
yours, an Egg will be too. 


Uh-oh! On your journey to the Evening 
Lake worlds, your Whirligig lands in 
Spike's Arena. That's Spike up ahead, and 
he doesn’t look too happy to see you. 
He's got a gun that shoots electricity, 
and a fist that can pound you flat as a 
pancake. 


Hit Spike with your stream of fire three 
times. Although weakened, Spike will 
continue the battle. Sgt. Byrd drops blue 
spike balls. Run over them, then use the 
@ button to shoot at Spike. If he gets to 
them first, his gun will fire a continuous 
stream of energy which you must run 
away from. 


Did you notice the large farmhouse on 
the highest hill? During a race, fly over 
there and enter. Inside, Hunter tells you 
about UFOs and space cows. 


The red-orange lava rocks are your 
weapons. They're too big for Spyro to 
swallow, so line Spike up behind one of 
them and charge it towards him. Spike 
will wander the arena smashing the lava 
rocks to bits, so try to reach them 
before he does. His gun can also destroy 
them. 


Two or three hits with the blue spike 
balls and the big guy is knocked down 
for good. Congratulations! An Egg is 
your reward. 


BONUS: SPIDER TOWN 
GEMS: 200 


Since you know the controls from the 
last Sparx Bonus Level, let's get down to 
it.You can’t go through the force fields 
until you have a Key. Head south and get 
one, destroying the Spider in the corner. 
The keys aren’t color-coordinated, but 
each time you find one in an area you've 
got to use it to reach the next area 


Make sure to collect all the Gems you 
encounter. You can now head to the 
west through the force field. Up ahead 
you'll find an unprotected Spider 
generator and one behind a shield. Take 
out the exposed one, then fly south for 
a Key. 


There is another shielded Spider 
generator down the hallway, but 
fortunately the pad to deactivate it is 
directly behind it. Quickly turn the 
shield off, retreat back down the hall, 
and then blast the baby spiders as they 
head towards you. Now blast the 
generator. 


Through the first force field, follow the 
path around and to the right. The next 
key is near a Spider in the room above. 
Eating the colored Butterfly will make 
you temporarily invincible. Head back to 
the main room to the north. The Spider 
generator is behind a shield, so ignore it 
for now. 


The Key won't open the force field right 
behind it, so after grabbing it you'll have 
to head back to the north and pass 
through that force field door instead. 


As you enter the final room through the 
force field, a life bar for your opponent 
will appear. It is the mother of all 
Spiders! 


Take a right and head up towards 
another room with a Key guarded by a 
Spider. The large Spiders shoot out in a 
radial pattern, but you can stay out of 
their range. Head down to the main 
room with the Spider generator and 
pass through the force field to the north 
of it. 


Two unprotected Spider generators are 
to the east and northwest, and around 

the corner to the left (west), you'll find 
the final Key as well as a pad to turn off 
the shield. Try to shoot the Spider here 
from the doorway. 


This Boss Spider will move around the 
room in a clockwise direction, spitting 
baby spiders out of its mouth. Don’t 
forget to use the charge button to give 
yourself more room, then turn and fire. 
Use the LI or RI button to keep the 
Boss Spider in your sights while dancing 
around it. 


Not only is there a Key inside, but a 
switch on the floor will turn off the 
shield to the Spider generator in the 
main room outside, allowing you to 
destroy it with your shot. Don’t forget 
to use the LI or RI to slide as you are 
shooting, to help avoid the baby spiders. 


Destroy the Spider generator outside 
for a Gem, then head south through the 
force field gate.A Spider will shoot at 
you from the corner, and more baby 
spiders appear from up ahead. Don’t 
waste your Power-up weapons, as you 
will need them shortly. 


When you've depleted the Boss Spider’s 
energy, it will explode. Whew! Don’t 
forget to take the Gems from the 
corners of the room before leaving 
through the warp door.When you 
return, Sparx is granted a new 
permanent power: hold down LI, R1, L2 
and R2 and he'll point like a compass to 
any missing Gems! 
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VENING LAKE HOME 


PORTAL TO HONEY SPEEDWAY 
LEVEL START. = Character(s): Spyro 


HANNAH J JONAH { PORTAL TO CHARMED RIDGE Enemies: None 
STUART (M) PORTAL TO FROZEN ALTARS (E) PORTAL To LOST FLEET Fodder: Frogs 


TED PORTAL TO BENTLEY'S OUTPOST (ẸF) PORTAL TO FIREWORKS FACTORY, 


Before you have a chance to check out On your left, you'll see a bunch of steps Turn around and face the wall directly Take the ladder to the top of the tower. 
your surroundings, Bianca appears once rising out of the water. Jump into the across the water. There is a climbing Once inside, break open all the Gem 
again to dissuade you from your quest. lake and swim over to them. Now hop surface which you can reach if you glide vases. Zoe will zap you to save your 
Give up now? When you are halfway up to the top. over to it and hover at the end. place. 

through? Never! Turn around and break 

the Gem vases behind you before 

exploring. 
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‘nvincible, but 

Jo.gat.by theses Name: SpHEOF, a 
A when you get past them, 


entrance to Sparx’ Bonus world which across the water. There is a smaller underwater, let's investigate the ground Invincibility power-up gate. You've got to 
we can enter after we've defeated the tower to the left that has an opening in level first. Swim across the surface of the become invincible to fly through the 
Boss on the way to the next world. its right side. Glide over through the water to the far shore and hop up the flame up ahead. 

opening and land on top of the roof. steps. Those frogs will be your fodder 

You'll find an Egg here. when your life energy runs low. 


Pass through the gate and then pretend Quickly walk to the other side of the After making it through the fire Turn around and face the dilapidated 


that the fire isn’t really there. Glide over platform and glide through the next unscathed, pick up the Egg here. Don’t roof of a submerged building. Walk as 
to the first platform, using your hover to flame to a second platform. Hover if forget the Gems. close to the left wall as you can while 
reach the edge. necessary. Your power-up runs out just approaching the edge. 

as you land. 


Jump and glide out over the water, You'll spot a ladder on the back wall. A second doorway leads to a small Swim down to the very bottom level of 


turning sharply around the corner to Climb up to the top of the tower and bridge.Although it goes nowhere, there the water and turn to face the tower 
the left. Hover at the end in order to carefully walk around the edge to pick is an Egg on top of it.After grabbing the directly across from the lit torches. You'll 
reach another platform area containing up all the Gems without falling into the Egg, you can now jump down into the notice cracks in the tower wall. 

an Extra Life Bottle. Break the bulls-eye room below. water below. 

Gem container with a headbash. 


PRIMAGAMES.CoM 4 


A AA 


PRIMA'SIOFFICIALISTRATEGYIGUIDE T 


Charge into the wall and you'll cause it 
to crumble. Inside you'll find your prize: 
a Dragon Egg! 


By now you should have noticed a large 
whale swimming in the water. If you 
missed it, look around near the sunken 
ship.Approach the whale, and when it 


opens its mouth, charge or swim into it. 


Looks like the whale swallowed an Egg! 
Take it, then turn around and head 
towards the opening so that it will spit 
you out. 


Directly across from the entrance to 
Frozen Altars, you'll find an alcove with a 
Gem vase in the doorway. Once inside, 
swim up to the surface of the water. 
Moneybags is here, offering to free 
Bentley for a fee of 1,000 Gems.We 
need the Yeti’s help, so we have no 
choice but to pay the fee. Now follow 
him inside. 


PORTAL TO 
FIREWORKS FACTORY 


These underwater torches mark the 
opening of a tunnel which leads you to 
the portal to the Fireworks Factory 
level. How do they stay lit underwater 
like that? You'll need to first obtain 50 
Eggs before the portal will open. Even if 
you can’t enter it yet, you can take the 
Gems in the passageway. 


With Bentley saved, you can now return 
to the Whirligig at the start of the level 
and take it back to Midday Garden. 
There is an Egg in the Bamboo Terrace 
level that only Bentley can help you 
retrieve. When you're finished, come 
back and continue your exploration of 
Evening Lake. 


PORTAL TO 
CHARMED RIDGE 


Beyond the sunken ship, you'll notice a 
bridge which is completely underwater. 
The small tower it leads to provides the 
Portal which is the entrance to the 
Charmed Ridge level. It will be 
accessible only after you've recovered 
58 Eggs. 


PORTAL TO 
| FROZEN ALTARS 


Once you've returned to Evening Lake, 
look for Portals to the remaining levels 
underwater.The portal to Frozen Altars 
is directly under the steps that were 
protruding from the water. 


The same underwater bridge near the 
Charmed Ridge portal also leads back 
into the main tower— directly to the 
Honey Speedway Portal. This Portal will 
remain closed until you have first 
recovered 65 Eggs.As usual, the race 
level is optional. 


No wonder this ship sank. It has a huge 
hole in the side of it! Wait...that isn’t a 
hole, it’s a portal to the Lost Fleet level. 


That concludes your tour of Evening 
Lake. You should have all the Eggs and 
Gems.When you've completed the 
primary task in each level, you'll be 
brought back to the shore where your 
whirligig landed. Only this time your 
transportation will be a rocket ship that 
will carry you to the final world. 
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Character(s): Spyro 
Entry requirements: None 
Fodder: Hermit crabs 

Enemies: Giant Crabs (Flame or Charge) 

Ghost Rhynocs (Flame) 

Rock-throwing Rhynocs (Flame or Charge) 
Flying Ghost (Shoot) 


Looks like you've got to help Crazy Ed 
find his treasure. The Giant Crabs here 
can be charged or flamed, breaking open 
to reveal Gems inside. The small purple 
Hermit Crabs are your fodder. Before 
moving ahead, look for Gems to the 
right of the starting point near the ship. 


in: that isn’t water, it’s acid! Like the lava 
you've encountered before, some acid 
pools will cough up rocks which you can 
use as weapons. Swallow the rock and 
use the A button to aim it at the Ghost 
ahead. 


Use the @ button to shoot.Ah-ha! It A Flying Rhynoc Ghost is flying up Do you remember how to operate the More importantly, you'll want to use the 
isn’t really a Ghost at all, but two ahead. Use the next rock to shoot it cannon? Jump on top of the round part cannon to help Crazy Ed. See him 


Rhynocs with a sheet and a flashlight. from a distance, or get close to it before to activate it. Use the D-pad or Left standing near the hull of a ship? “X” 
Use your flame or charge to take them jumping up and flaming it. The Rock- Analog Stick to aim, and press the@® marks the spot! Fire the cannon at the 
out. throwing Rhynoc on the island in the button to fire. You need to take out the marking to break open a hole in the 
acid can be taken care of with a flame as buzzards flying over the ships behind ship, allowing Crazy Ed to enter. Go 
you glide over there. you as well as a metal Gem container ahead and follow him inside. 
nearby. 
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Take the enemies out on this side of the 
acid river, then the Rock-throwing 
Rhynocs on the other side. Drop into 
the gap to grab the Gems before Gliding 
into the ship. Charge the two Crabs and 
Flame the Ghost Rhynoc inside. Use the 
rock to shoot the Flying Rhynoc before 
crossing the next acid stream. 


fron fit a dang gun 


f 


With your help, Crazy Ed has found his 
treasure! He doesn’t want the Egg 
inside, however, which he gives to you 
before promptly opening up an Exit 
Portal back to the Evening Lake. You've 
got a lot more to do, so don’t go 
heading after him just yet. 


Glide across the acid to the next island 
and flame two more Crabs. Head up the 
hill to the left. Looks like a Crab fest! 
Charge your way through the 
crustaceans as you pick up all the Gems 
scattered around. You'll have to jump up 
on top of the green boat to get back 
out of this area. 
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Use the cannon to blast a hole in the 
boat for Crazy Ed. You can also use it to 
take out the buzzards flying overhead, as 
well as any Crabs you might spot on the 
ground. The acid pool here contains 
Gems and an Extra Life Bott! 

enter it after using the Invincibi 
Power-up gate inside the ship. 


Head into the next room and take 

the Crab.Walk through the Invincibility 
Power-up gate in front of the acid pool 
and dive down unscathed. You can only 
remain in the acid until the gauge runs 
out, so use your charge for speed. Make 
an immediate right into a cul de sac of 
Gems, then turn around and head back. 


Glide to the island to traverse the acid. 
On the far side, you'll spot a warp door. 
Head on inside and you'll encounter 
Hunter, who tells you that the Rhynocs 
have challenged you to a skateboard 
race. He lets you use his special board, 
which builds up turbo power every time 
you perform a trick. 


Glide over the acid to a small island and 
quickly take out the Crab and Rock- 
throwing Rhynoc. Now glide through 
the notch in the side of the half- 
submerged ship.Watch out for a Flying 
Ghost! You can jump up to flame it. On 
the other side of the ship are some 
hard-to-find Gems. 


Š, 
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Follow the trail of Gems to the right, 
swimming close enough to allow Sparx 
to pick them up. The acid river curves to 
the right and crosses under a bridge. 
Look for an opening in the wall to your 
right. Head inside and surface, jumping 
onto the shore just as your power runs 
out. 


Follow those Rhynocs! As in the 
speedways, the blue stars will give you a 
speed boost and the red stars will give 
you rockets that you can fire at your 
opponents. The meter at the top of the 
screen shows you how much turbo 
power you have remaining. The m 
button activates the turbo power. 


Make your way to the highest point of 
the ship's bow and then glide through 
the hole you made in the adjacent ship 
for Crazy Ed.You may have to hover. 


You'll find yourself inside a cave, with an 
Egg sitting atop the steps. Just beyond 
the Egg is a whirlwind. Since you can’t 
re-enter the acid without a Power-up, 
you'll have to ride the whirlwind 
outside. From the ledge, glide to the 
right over a short wall and more acid, 
flaming a Crab before you land on it. 


Use the X button to jump over the acid 
and to jump off ramps. Try to perform 
flips and turns in the air to increase your 
turbo supply. Hitting the Crabs, or 
flaming them, will also add to your turbo 
supply. Try to cut the inside corner to 
gain on your Rhynoc opponents, and hit 
as many blue stars as you can. 


Near the end of the course, use your 
turbo boost on this ramp then press the 
X button to jump over to the blue star 
off the top to the right. You'll pick up a 
missile in the tunnel, and more 
importantly you'll pass through two 
more blue stars to gain distance from 
your competitors. 


If you can keep up with the Rhynocs, 
using the blue stars to boost and 
shooting missiles at opportune 
moments — such as when a Rhynoc is 
in the air off a ramp — you should be 
able to move your way up the pack. If 
you come in first place after three laps, 
you'll be awarded an Egg. 


Following your victory, Hunter himself 
challenges you to a race. Not only do 
you have to beat him, but you'll have to 
take out all 10 Crabs in order to win 
(look for the counter at the bottom of 
your screen).As before, hit as many blue 
stars as possible in order to overtake 
Hunter. 


Before leaving, jump back on the 
skateboard to collect any Gems you 
might have missed during the races. 
There is also an Extra Life Bottle 
located on the bow of the ship where 
the laps begin. Use the warp door to 
return to the main level when you've 
recovered everything. 


Crazy Ed asks your help in ridding the 
waters of the Rhynocs via submarine. 
Press the X button to speed up. When 
the enemy subs are in your sights, and all 
three targeting cursors have turned red, 
press the @ button to fire. Torpedoes 
away! Shoot the Gem containers as well, 
as you will be collecting their contents 
later. 


Back outside, take a left using the islands 
in the acid, and make your way back 
towards the main ship with the exit 
portal. This time, ride the whirlwind to 
the top deck. Search the stern (back of 
the ship) for Gems, and use the cannon 
up here to take out any flying buzzards 
which you might have missed earlier. 


Use the cannon to destroy a Metal Gem 
container inside the cave on a nearby 
cliff. You can Glide over there to recover 
the Gems, but will then you have to 
make your way back to the ship and up 
the whirlwind, to the top deck once 
again. 


You'll automatically find yourself back on 
the surface when all six subs have been 
destroyed. In authentic frontier 
gibberish, Crazy Ed tells you that you've 
got some mean sub-drivin’ skills! Now 
who can argue with that? Take the Egg 
as a reward. 


That was so much fun, let's do it again! 
The enemy subs move faster this time, 
and they drop mines! Don't follow 
directly behind them, but stay to the 
inside as they curve.When all six have 
been eliminated, you'll be given yet 
another Egg. Don't go anywhere, though, 
as the fun is not over yet. 


Use turbos wisely, and don’t spend time 
on the jumps unless you need to reach a 
blue star. Never waste your turbos 
when you have already sped up from the 
blue star boost. The best time to tag 
Hunter with a rocket is while he is in 
the air.With practice, you should be able 
to defeat him and earn an Egg. 


Walk the plank off the starboard bow 
so that you face the shark jaws on the 
cliff in the distance where the acid 
waterfall is flowing from. Glide over into 
the shark’s mouth. Don’t worry about 
the acid — you'll land on a walkway 
inside. It leads you to a warp door. 


See that Invincibility Power-up gate? Use 
it to drop into the acid and collect all 
the Gems you spotted earlier while in 
the submarine, using a second gate on 
the bottom to recharge your Power-up. 
When you've retrieved all the Gems, 
Lost Fleet is complete. Either return to 
the Exit Portal, or simply exit the level. 
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Entry requirements: 
Fodder: 
Enemies: 
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Wooly mammoth (Charge or Freeze or Laser) 
Charcoal-throwing Rhynoc (Charge or Freeze or Lase: 
Clubber Rhynoc (Freeze or Laser) 


The camera will zoom out to give you a 
good view of the surrounding area. Use 
the D-pad or Left Analog Stick to move 
the beam of light. Your main target is the 
ice blocking the stairs, but you can also 
use the laser to destroy the Wooly 
Mammoth and two Rhynocs. Press the 
A to leave the building when finished. 


Hop up the stairs and take the Gems 
you find. Watch out for the Charcoal- 
throwing Rhynoc! Charge or freeze him 
with your flame then charge him to 
break the ice. Ditto for the Wooly 
Mammoth near the cliff. 
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From the falling snow, you can tell that 


Head up the ramp until you encounter 
the Clubber Rhynoc. He’s too big to 
charge. Jump to avoid getting hit, and 


flame him in mid-air to freeze him solid. 


Then charge the ice block. 


this level is going to be full of ice and 
snow. In fact, it is so cold that your flame 
freezes enemies into ice, which you can 
then charge to break into pieces. This is 
a temporary gift from Gabrielle, the ice 
fairy. 


ignore the enemies for the time being. 
Instead, head over to Alex the penguin. 
He explains that some bear 
(Moneybags?) sold them a laser defense 
system, but they cannot operate it with 
their flippers! Head on inside to operate 
it for them. 


Hop up on the ledge and jump and glide 
over to the opening in the wall ahead. 
Zoe zaps you as you enter the area. 
Ernest tells you that the sorceress 
brought their snowmen to life. 
Fortunately, there is another defense 
laser inside the building. Go ahead and 
enter it,and use the beam to melt the 
Snowman. 


Before heading through the cave, look 
for a Charcoal-throwing Rhynoc to the 
right side of the temple steps. Freeze 
him with your flame, but don’t charge 
him! Instead, jump up on top of the ice 
block and use it to glide over to the 
bottom of the temple steps. You can also 
freeze and use Ernest in the same 
fashion. 


With the Snowman out of the way, you 
can enter the cave and take out the 
Clubber Rhynoc. Eustace suggests using 
something to stand on to reach the 
Gem baskets. Good idea! Freeze him 
and use the ice block as a stepstool to 
reach the top. You could also freeze the 
Wooly Mammoth and use it. 
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Let’s get ready to rumble!!! 
Bartholomew explains the rules of the 
fight. Press the Œ button for a quick jab, 
the X button for a body blow, and the 
@ button for a hook.The 4 button 
blocks high. 


Walk around to the left side of the steps 
to collect Gems. More Gems can be 
found on a rooftop to the right. Jump 
over there and then jump back to the 
steps. Collect the rest of the Gems as 
you hop up to the very top. Headbash 
the bulls-eye Gem container inside. 


Take out the Charcoal-throwing Rhynoc 
in the room beyond the icy tunnel. Zoe 
Zaps you to save your place.There’s a 
Wooly Mammoth in the next area and 
another Rhynoc off to the right. 


Counter the bad Yeti’s moves! When he 
blocks low, jab him.When he blocks 
high, hit him with a body blow.When he 
then blocks low again, deliver the hook. 
Don't forget to block his jabs, and use 
the D-pad or Left Analog Stick to move 
around the ring.When his energy bar 
has been depleted, you'll be given an 
Egg. 


Turn and face the doorway. Jump and 
glide over to the top of the laser 
defense system building straight ahead. 
Carefully walk around the edge of the 
roof to collect the Gems from each 
side. 


Enter the building on the right side and 
use the laser on the Snowman and a 
second Wooly Mammoth down in the 
courtyard. Now head back outside and 
gather up the Gems from down below. 


Looks like a rematch! This time you'll 
have to fight 3 rounds, each lasting a 
minute. If you can knockout the bad Yeti 
before the time runs out, or if your 
energy bar is bigger than his at the end 
of the match, you'll be the winner! 
Another Egg is yours! 


From this roof, you can jump and glide 
over to an island where a solitary Egg 
awaits rescue.After obtaining it, glide 
back down and over to the ground. 


The wooden sign near this warp door 
has Bentley's face on it. Since you've 
already rescued the Yeti, you can head 
on inside. 


Once back outside, continue up the 
ramped steps to another courtyard 
area.A doorway to the left past a 
Charcoal-throwing Rhynoc leads to a 
final defense laser. Use it to take out the 
Wooly Mammoth on the high ledge, as 
there are no other enemies left. 


room to speak with Eugene. He'll 
reward you with an Egg for melting all of 
the Snowmen before opening up an exit 
portal back to the Evening Lake Home. 


you tickets to a sold-out cat hockey 
game. Sounds like fun! Pay 800 Gems to 
the scalper and go on inside. 


asks you to take his place. The rules are 
simple. Freeze the cats which drop onto 
the ice, and push them into the blue goal 
(the side you start on!). You've got to get 
five cats in the goal before your Rhynoc 
opponent can do the same. 


you've got to move quickly. Remember 
that you cannot jump or charge while 
on the ice. Bounce the blocks off the 
side of the arena or into each other if 
necessary. 


Aside from moving into them, your Once the frozen cats have landed in Don’t neglect defense either. If the Before exiting the level, make your way 


flame will help you push the already- 
frozen blocks. Additional cats will drop 
out from the chute into the center of 
the ice rink. 


turn to face the building where you 
activated the laser defense system. You 
may have to move the camera manually 
to give you a better view for this tricky 
jump and glide. Hover at the end to 
reach the ledge. 


your goal, they won’t come out again. 
Concentrate on offense, pushing blocks 
in your own goal. 


rooftop, carefully walk around it and 
down the narrow path alongside the 
building. Around the corner you'll find 
the final Egg. 
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Rhynoc gets near, you can freeze him as 
well to temporarily keep him out of the 
action. You can also knock his blocks 
away. If you can score five goals first, 
you'll win an Egg. It isn’t the Stanley Cup, 
but what can you do? 


laser defense system building. You'll find 
the last few Gems on the roof. Now 
drop, jump, or glide back down to the 
ground below. 


around the top ledge surrounding the 
courtyard.At the far end, jump up to the 
rooftop.Walk to the edge and jump and 
glide across to the Gems you spot on an 
adjacent roof. If you fall down to the 
ground, make your way back up to the 
roof again. 


Gems, you can exit the level. The door 
to the building behind where you 
started is open, allowing you to reach 
the Exit Portal without having to run 
through the entire level again. Head back 
to the Evening Lake Home after a job 
well-done. 
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Character(s): Spyro 
Agent 9 
Entry requirements: 50 Eggs 
Fodder: Fireflies 
Enemies: Ninja Rhynocs (Flame or Charge) 


Bomb-tossing Rhynocs (Flame back or Shoot rockets) 
Fire Dragons 


On the left bank of the lava river, you'll 
find a rocket. You can swallow it and 
shoot it at an enemy by using the @ 
button. Speaking of enemies, a Bomb- 
tossing Rhynoc is found on the other 
side of the bridge. He is too big to 
charge, so use the rocket from a 
distance. 


On the side of the bridge, stepping 
stones over the lava lead to a small 
alcove. Glide from one platform to the 
next and recover the Egg. Now glide 
back to the land, collecting the Gems. 
There are openings in the walls of the 
towers on either side. Enter them for 
more Gems. 


Glide and hover to reach the Gem 
baskets on the other side of the lava 
river.When you come across a metal 
Gem container, find the rocket to blow 
it open with.When you've cleared the 
area, continue into the large room 
straight ahead of the bridge. 


Head on down the ramp over the lava, 


where you'll encounter Greta. From the 
looks of things, she can take care of 
herself! She tells you about her mission 
to recover some stolen plans before 
running off. Follow her and you'll meet 
your main enemy in this level: Ninjas! 


their kendo sticks, and even after you've 
charged or flamed them, they will 
reappear moments later. Collect all the 
Gems you can find in this first area, and 
take down the Ninjas, before passing 
through the circular opening in the wall 
ahead. Zoe saves your place here. 


After taking out a Ninja and breaking 
some Gem baskets, swallow the rocket 
in this room before climbing the ladder 
to your left.A Bomb-tossing Rhynoc 
stalks the hallway here, so shoot the 
rocket at him and blow him to 
smithereens! 


X 
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Several Ninjas drop from the ceiling in 
front of you. Flame or charge them. The 
main threat comes from a Ninja at the 


end of the room who is firing at you 

with a gun. Isn't that against the Ninja 
code? In any event, jump to avoid his 

bullets and then flame or charge him 
when he stops firing temporarily. 


For now, head back outside and take a 
left. Glide over to the center of a tower 
overlooking the lava. Glide out the 
other side to an island with a warp 
door. Handel is here to tell you about 
some dragons you've got to eliminate. 


Use the cannon below for a quick 
boost.Walk around to the other side of 
the building, collecting the Gems from 
the grounds and the corner tower. 
Eliminate the Gun-toting Ninja in the 
grassy area before entering the warp 
door on the wall behind him. Inside, 
you'll find Handel who tells you about 
an Egg. 
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Just outside you'll encounter more 
Ninjas before speaking with Greta. She 
tells you that you'll have to use the 
cannon to get across the gap, although 
she can cross just by using her mind 
power. Whoa! Hop in the cannon; it will 
automatically launch you across the 
divide to another tower. 


The Power-up gate gives you the 
Superfly and Superflame power at the 
same time. You'll need both to destroy 
the fire dragons circling in the 
background. Pass through the gate and 
go after them! Try not to go at them 
head on, as they will shoot back at you. 


Since you don’t have any rockets, you'll 
have to glide to this first island while the 
Bomb-tossing Rhynocs are heading 
towards the edge with their backs 
towards the center. Quickly flame the 
back of the first one, setting fire to the 
explosives he carries. Glide back to the 
beginning of this area for safety. 


Check around the outside for Gems 
before entering. The shadows on the 
ground alert you to a bunch of Ninjas 
that will drop down from the ceiling. 
After taking care of them, use the 
rocket inside the tower to take out the 
Bomb-tossing Rhynocs on the bridge, 
then travel across it to another tower. 


It's better to pursue one dragon ata 
time, as their tails will begin to grow 
back. Keep firing away with the @ 
button. Rather than flying through the 
tunnels after them, stay in the main area 
and anticipate which tunnel they will be 
coming out of. It is easier to blast them 
this way. 


With the first Rhynoc gone, glide over 
and flame the back side of the second 
one. Run away so as not to get caught in 
the explosion.When they have been 
destroyed, glide to the next section, 
charging through the approaching 
Ninjas.Watch out for one using a gun at 
the far end! 


Up the steps you'll meet up with Greta. 
She'll take out the Ninjas with her 
amazing (and familiar) abilities. Wow! 
Even Neo...| mean...Spyro can’t do that! 
She'll also give you an Egg before 
opening an Exit Portal. Through the hole 
is a warp door which won't open until 
we free Agent 9 from the next world. 


Two power bars show the energy levels 
of each dragon.When you've completely 
destroyed the first dragon, go after the 
second one.When both have been 
eliminated, Handel will present you with 
an Egg. Search the area for Gems before 
heading back through the warp door. 


The rocket in the next hallway will allow 
you to take out a Bomb-throwing 
Rhynoc, but he'll be throwing explosives 
your way so be careful! Down the hall 
to the right you'll encounter another 
one. Flame him when his back is 
towards you or use the rocket in the 
corner. 


Don't forget to glide across the lava to 
the small room for a few more Gems. 
Now grab another rocket from the 
hallway and shoot it at the Rhynoc 
passing in front of the next doorway. 


Shoot the Extra Life Bottle before 
approaching the door, which opens 
automatically. Fire away at the Ninjas! 
Note that your laser bounces off the 
wall.You can use this to your advantage 
by firing shots to ricochet into the 
enemies around corners. Continue 
straight ahead and follow the 
passageway to the right 


If you take a hit, look for a firefly and 
shoot it to replenish your health. Each 
hit from a stick or bullet takes away 
one-third of your energy, and each firefly 
will refill one-third. Keep an eye out on 
the health indicator at the bottom of 
the screen. Each hit takes 33%, leaving 
1% for the final hit. 


Only a few more Ninjas stand between 
you and the final Egg. After grabbing it, 
drop down to Handel and use the warp 
door to head back outside. If you have a 
difficult time getting past the first 
Rhynocs, you can always charge ahead 
to the rockets and backtrack to use it 
on them. 


The Ninjas are “spawned” from these 
yellow boxes.As soon as you can, target 
them and blast away to prevent more 
Ninjas from coming out. Continue 
down the hallway and around the wall 
with the hole in it.You can use the X 
button to jump through it, but it is 
better to circumvent it. 


The Egg you are looking for is in a small 
room off the large room ahead. Be sure 
and gather up the Gems, shooting the 
Gem baskets, before you grab the Egg.A 
cinema sequence shows poor Handel 
being tied to a bomb.Agent 9 must head 
all the way back to the beginning to 
rescue him. 


That's all you can do for now. Head 
inside the building and use the Exit 
Portal to return to the Evening Lake 
Home. Just remember to come on back 
when you've freed Agent 9. 


Aside from the boxes, you'll want to 
target the Gun-toting Ninjas when first 
entering a room.The Ninjas with the 
sticks can be avoided more easily by 
backing away from them, but the Ninjas 
with the gun can shoot you from a 
distance. 


Although you cleared the area on your 
way down here, the corridors will be full 
of additional boxes and Ninjas on your 
way back to the start. There is no time 
limit for your return, so continue to 
systematically eliminate the Ninjas. You'll 
receive Gems for each box you destroy. 


Handel warns you about a group of 
Ninjas, but they'll be no match for your 
firepower! The @ button shoots your 
laser, and the LI and RI buttons allow 
you to strafe left and right. Unlike the 
prior areas, this one takes place 
completely from a first-person 
viewpoint. The number at the bottom 
indicates your health. 


Your best bet is to target the yellow 
boxes from doorways, backing up and 
firing at the Ninjas and entering only 
when the room is clear. Pass through 
the circular room until you reach a final 
room with Gems in blue alcoves. 


When you've made it back to the 
beginning, you should have acquired the 
remaining Gems for the Fireworks 
Factory level. Handel gives you the final 
Egg for rescuing him. Since the level is 
now clear, exit through the warp door, 
ride the whirlwind up as Spyro, and use 
the Exit Portal. 


EVENING LAKE WORLDS 


CHARMED RIDGE 


2 MAS ORRICIAL SIRE 


LEVEL START I MOE 


Character(s): Spyro O ro assy 
Sgt. Byrd 

58 Eggs 

Frogs 

Crossbow Rhynocs (Flame) 

Spear Rhynocs (Charge) 


Cat Wizards (Flame or Charge) 


D SAKURA 


Entry requirements: 
Fodder: 
Enemies: 


Liz the fairy needs your help — the Cat 


Wizards have stormed her castle and 
captured their Princess. Take the Gems 
on this island before gliding down to the 
ground area. Take out the Spear Rhynoc 
with a charge. Flame or charge the 
Crossbow Rhynoc before he gets a bead 


on you, then climb up the ladder. 


Flame or charge the Cat Wizards on the 


top of the wall. You'll also have to flame 
the Crossbow Rhynoc who has 
increased in size due to the Cat 
Wizards’ magic. Before taking out the 
last Wizard on the other side of the 
wall, jump up on the parapet and look 
down. You'll spot two Extra Life Bottles 


Drop down and take care of the 
enemies below. You'll have to take out 
the Cat Wizard first so that the Spear 
Rhynoc will return to its normal size. 
Now charge him! Flame the second 
Wizard and Crossbow Rhynoc. Zoe will 
Zap you to save your progress. 


PN 


Up ahead, a Cat Wizard is moving a 
large chess piece across the path. 
Charge forward to one side of the path 
or the other. When the chess piece 
drops directly in front of you, quickly 
charge to the other side around it. Take 
out the Crossbow Rhynoc ahead and 
grab the nearby Gems. 
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For a fee of 600 Gems, Moneybags 
offers to talk the wizards into extending 
the steps. Trouble is, they will only stay 
open for a few seconds before 
becoming a ramp. Start jumping just 
before the steps are about to extend 
and don’t stop! You'll be able to reach 
the top before they close again. 


Charge the three Spear Rhynocs to the 
left, being careful not to fall off into the 
ooze below. Glide to the island and take 
out the Spear Rhynoc and two 
Crossbow Rhynocs at the end of it. 
Before continuing forward, turn around 
and glide from the island through an 
opening in the wall. 


Flame the TNT Gem vases and grab the 
loot before passing through the 
Superflame Power-up gate. Climb the 
ladder on the wall behind it.At the top, 
jump on the parapet and shoot your 
fireball at the two Cat Wizards 
controlling the steps from a platform in 
the distance. 


moving, you can walk on past them. 
Down below to the right near the ooze 
are some Gems.Alicia tells you to hurry 
up, but you're going as fast as you can! 
Jump on top of the walls and use them 
as steps to walk back across. 


mushroom, and the yellow bean grows a 
shorter flower, when planted in fertile 
soil. Those brown dirt patches ahead 
should do the trick. Figure out which 
direction you wish to go, then plant the 
yellow seed as your starting point and 
the red seed beyond it. Now use them 


container on the ground below, as well 
as the Cat Wizard on the pedestal. Glide 
over to the pedestal, walk to the left 
corner and look for a wall to the left of 
the chess piece. You'll have to Glide for 
the center of it, hovering at the end 
when you see your shadow. 


and then glide to the tall pedestal in the 
center of the ooze. From here, glide 
down into the bottom cave entrance. 


back to seeds. In this first area, plant 
them in one order to get to the basket, 
flame them, then plant them in the 
opposite direction to reach the other 
ledge. Don’t forget to break the Gem 
vases in the far corner before moving 
on. 


the wall. Glide over through the notch 
in the tower and quickly knockout the 
Cat Wizard standing there.There is an 
Egg here just for you. 


Wizard before you are able to charge 
the Spear Rhynocs. Head up to the main 
part of the cave, eliminating any further 
enemies, and look for the warp door on 
the far wall. 


order to reach your desired destination. 
Remember, you can’t jump onto the red 
mushroom from the ground, so you'll 
always have to start on the yellow 
flower. Hover to reach the mushroom 
when necessary, and glide off it at the 
highest point. 


remaining Gems as you head for the 
Superfly gate.Walk through it and climb 
the ladder, then glide towards the steps. 
Glide to the island and look right to 
target the Wizard on the tall pedestal. If 
you have time before the Power-up runs 
out, shoot the enemies in the cave 
entrances. 


Goose. He bought magic beans from a 
bear (that Moneybags gets around!) but 
can’t get them to work. Jack will throw a 
couple in your direction. Pick them up, 
aim, and shoot them with the A button. 


the tower and take it up to the next 
section of ground. Use it to reach the 
circular platform, whereupon Jack will 
present you with an Egg. It sure doesn’t 
look golden. Maybe he’s on a wild goose 
chase... 


Take the two red seeds that Jack gives 
you, and a third found on the ledge, and 
use them to reach the final section. 
When you come across a yellow and 
two red seeds, take the yellow one and 
retrace your steps. Flame the second 
red mushroom and plant a yellow 
flower there instead. Now take the red 
seed. 


Take out the Cat Wizard first, then 
flame the Crossbow Rhynoc near the 
drawbridge.Around the courtyard you'll 
encounter two Spear Rhynocs and 
several TNT Gem vases with fuses you 
must light with your flame. Now use the 
whirlwind in the center tower to reach 
the top. 


In the second round, you'll have to take 
out 10 Cat Witches. They will fly in 
circles around the room before 
charging.Although you can hit them 
from a distance, it is easier to fire at 
them right as they charge you. Just be 
sure to fire early enough to avoid being 
run over by them. 


ow! , 
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Plant all three red seeds in the last area, 
then jump from one to another, 
hovering at the end. The final jump is 
tricky, and you'll probably have to try it 
several times. When you reach the final 
mushroom, use it to jump to the top of 
the castle for an Egg. Now headbash the 
boards and break the container down 
inside. 


Flame the nearest Cat Wizard who is 
keeping the exit door closed with his 
magic.When the door opens, you'll 
encounter the Princess...about to elope 
with Prince Azrael! | guess she doesn’t 
need rescuing after all. The happy couple 
gives you an Egg and opens up an Exit 
Portal before roaring off into the sunset. 


In the third and final round, the floor has 
been turned into blue ooze so you 
cannot land. The Cat Witches are much 
more difficult this time, as they will dive 
and fire back at you. Let go of the X 
button to drop, or press it to fly higher 
to avoid their fire. 


Back in the main level, head up the wall 
steps and turn to the right.A Cat 
Wizard will send boulders down the hill 
towards you. They always come in pairs, 
so look for the empty space and walk 
between them.When you get to the top 
of the hill, jump over to the left and 
flame the Wizard from the side. 


Glide back into the castle courtyard and 
ride the whirlwind to the top floor. In 
one corner you'll spot a Cat Wizard 
whom you can leap over to and flame. 
The other corner contains Gems and 
leads you outside the castle. Glide over 
to the island to reach the warp door 
near the sign with Sgt. Byrd’s head on it. 


If you lose your life during any round, 
you'll have to start over from the 
beginning! Break all the stained glass 
windows, however, and you'll be given an 
Extra Life.When all the Witches have 
been defeated, an Egg is yours. Now 
head back out the warp gate and return 
to the level as Spyro. 


A jump and a glide brings you to the Cat 
Wizard who is holding the drawbridge 
shut with his magic. When you take him 
down, the drawbridge comes down as 
well. Glide on through the doorway into 
the courtyard, and get ready to do 
battle. 


Looks like the old bird has a thing going 
with Isabelle the fairy. She tells him that 
the temple is full of nasty Cat Witches. 
Enter the room with the red carpet to 
do battle with the Cat Witches. Shoot 
your rockets at them by using the @ 
button. 


You might have noticed the Mystery 
Bottle at the top of the whirlwind. 
Charge it and it will reappear elsewhere 
in the level. Follow it around, charging it 
from location to location, until it 
reaches the island you started on. You'll 
have to glide over there to obtain the 
Gems. That’s all folks! 


EEEN TAE 


EVENING LAKE Pe 


BENTLEY'S OUTPOST 


Character(s): Bentley 

Entry requirements: Pay 1000 Gems to Moneybags 
Fodder: Rabbit 

Enemies: Torch-carrying Rhynoc (Smash) 

Snowhball-tossing Seals (Spin) 


Your Yeti friend may speak softly, and 
move slowly, but he carries a big club! 

Believe it or not, he can jump (with the 
X button), but he cannot fly of course. 
The @ button is used to make Bentley 
slam his club down, and the ™@ button 

will cause him to twirl it in front of him 
as a shield. 


club to smash the boulder blocking the 
tunnel exit. Sounds like a good idea! 
While you're at it, smash the Torch- 
carrying Rhynocs in the next room 
before they have a chance to burn you. 
You'll find that the club can also open 
Gem baskets, vases, and containers. 


Hit the totem poles three times to bring Bartholomew suggests deflecting a Sure enough, the roof caves in, filling the There is a totem pole which you can \ 


down the Gem containers on the top of snowball into the gong on the other gap to allow passage. You can now walk smash as before to reveal a Gem 
them. Don’t forget to break open the side of the cliff. Turn around and face the across to the next area.An Egg is sitting container. There are also a bunch of 
ice covering the entrance to a cave on gong, with Bartholomew visible on the on the ground to the left of the gong. snowball-throwing seals on islands to 
the right wall for more Gems.And, yes, if left, and press the ™@ button to twirl your right. You can’t reach them with 
you need a health boost, you do need to your club.When he tosses a snowball to your club, but you can twirl it to send 
club the bunnies. you, you'll send it flying into the gong. the snowballs back in their direction. 
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has a Torch-carrying Rhynoc on top of it, 
so watch out! 


blocking the entrance to a tunnel and 
take out the Rhynocs and boulders 
inside.At the far end of the tunnel, 
behind more ice, is a Gem container. 


your club to twirl another snowball into 
the next gong. Face the gong and press 
the ™ button to deflect the snowball 
that he throws at you. This time, you 
cause an avalanche! Fortunately, it 


entrance with a large box. Walk to one 
side of it and push it out of the way by 
pressing the D-pad or Left Analog Stick 
to move towards the box. On the other 
side you'll discover an Egg. 


creates a bridge to the next area. 


Head to the left for a totem pole with a 
Gem container on top. Break the ice to 
enter the cave beyond, where you'll find 
many more Gems. Spin the snowball 
back at the seal to clear him out of the 
way.At the far end of the tunnel you'll 
find another Gem container and Gem 
basket. 


Smash the Torch-carrying Rhynoc 
standing to the left of the boxes. Don’t 
forget to break the ice to access more 
Gem baskets in an alcove nearby. There 
is a similar alcove on the other side of 
the room with a Gem container inside. 
The large boulder also hides a Gem, so 
be sure to smash it as well. 


Push the two boxes down their tracks 
so that they line up with the steps. 
Bartholomew uses the boxes as steps to 
reach his home. 


Jump up the small set of steps and 
follow him by jumping from the first box 
to the second one. Didn't think a Yeti 
could jump that far, did you? 
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Bartholomew gives you an Egg for 
helping him get home. That's all three of 
them! 


Two more totem poles means two 
more Gem containers. You should now 


have all the Gems. If you are missing any, 


use LI,R1,L2,and R2 to make Sparx act 
as a compass to point you in the right 
direction.When the level is clear, return 
to Evening Lake Home. 


HONEY SPEEDWAY 


Character(s): Spyro 


Enemies: 


© HENRI 
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Flame the bumblebees hovering over 
each flower, which is tricky since they 
rise and fall. Adjust your height as 
needed. After the final bumblebee, make 
a right turn instead of following the 
honey river to the left. 


Since the bear boats move so fast, it is 
easier to take them out head-on instead 
of trying to catch up with them. Just 
watch out for the elevation of the river 
— if you fly too low, you'll sink into the 
gooey mess. Complete the Time Attack 
and an Egg will be given to you. 


Hunter normally appears on the bank of 
the Honey River.At the moment, 
however, he has been imprisoned by 
Bianca. You'll have to return to the 
Honey Speedway once Hunter has been 
freed (after defeating Scorch). Land in 
front of your feline friend and he'll tell 
you another wild UFO story. 


Welcome to yet another speedway 
level! This time Spyro moves a little bit 
faster than before, so it may take some 
time getting used to. Start with the Time 
Attack, flying through the middle of all 
the honeycombs to obtain the Gems. 


Next up are the bee hives. Don’t flame 
them, but fly through the center of each 
one for a Gem.Where are the bees? 
Coming up next! 


This time, you'll get to control Hunter in 
a boat on the river with a UFO in hot 
pursuit. He heads towards the screen, 
which means you don’t have much time 
to react to the rocks and logs floating in 
the honey. Press the X button to jump 
over oncoming obstacles. 
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Each time you run into a log or a rock, 
Hunter will slow down. If he slows 
down too much, the UFO will catch up 
to him. Don't let that happen! If you can 
keep ahead of the UFO for an entire lap, 
you'll be awarded an Egg. 


suddenly interrupted by a flying creature 
named Scorch.As his name implies, he is 
one tough dude! Fortunately, Bentley is 
here to lend us a hand...paw...whatever! 


The single green rocket packs a more 
powerful wallop. Make sure to face 
Scorch or use the 4 button so that the 
rocket will home in on its target. 


Lap 1/3 


Now it’s time for the race. This time 
your opponents are honeybees. You've 
got to pass through the red stars to 
collect rockets and blue stars for a 
turbo boost, allowing you to catch up to 
the bees. Remember, the red dots are 
only a guideline — you'll have to travel 
outside of them to reach some of the 
stars. 


Crabs out of his mouth in sets of three 
or four. Flame them or charge them as 
they head towards you. 


If you miss flying through any of the 
green rings, the race will end. If you get 
disoriented, head towards the red dot 
path as quickly as you can because they 
will lead you through the next green 
rings. 


If you can hit most of the blue stars on 
each lap, firing rockets at the bees ahead 
of you, you'll be able to overtake them. 
Finish the third lap in first place, and 
you'll be given an Egg as a reward. Good 
job! 


over his chest, run! He'll send a burst of 
fireballs raining down on you from the 
sky! Charge away to the other side of 
the platform, watching for shadows that 
let you know where the fireballs are 
about to land. 


ammo. You can fire several of the red 
rockets at once by holding down the @ 
button. They don’t do as much damage, 
but because there are so many of them, 
it is easier to hit Scorch from a distance 
with them. 


Continue running around, charging the 
Crabs while collecting the rockets that 
Bentley sends your way.When Scorch 
Pauses to start his attack, fire your 
rockets! You can only do damage when 
his forcefield is down. 
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After Scorch has taken a few hits, he'll 
send TNT box critters your way. You 
can’t charge them, or else you will take 
damage from the explosion. Flame them, 
or use your red rockets. Try not to 
waste a green one on them unless 
absolutely necessary. 


When Scorch's energy falls even lower, 
he'll spit out a flaming yellow creature. 
Whatever it is, you can be sure it isn’t 
friendly! The thing comes running 
straight after you, so charge away from it 
as fast as you can. It will blow up if you 
outrun it, or you can take it out with 
rockets. 


collecting rockets and firing them off, 
and you'll soon have Scorch on the 
ropes. 


out the large starfish. When hit, they 
break into smaller starfish. The Power- 
up butterfly gives Sparx 10 mines which 
can be shot straight ahead at enemies. 


This large room is a warm-up for the 
upcoming battle with the Boss. Starfish 
approach as the door closes shut behind 
you. You'll want to take the Gems, but 
first eliminate the two fish and the shell 
generator in the center of the room. 


count, you'll receive an Egg for your 
troubles. Get back in the rocket ship 
and head off to the final set of worlds. 


they are nasty creatures who fire at 
Sparx. Use the column in the center of 
the room for cover, sliding out from 
behind it to take out the starfish to the 
north. Take out the shells to stop them 
from generating more starfish (and to 
obtain Gems). 


As you head up and around to the west, 
Zoe zaps you to save your place. Pick up 
the gems and eat the butterfly before 
opening the door to the final room. The 
level Boss is here: a giant Manta Ray! 


is only one way to go: to the north. Take 
the Gems in the first room and fire at 
the spinning starfish approaching. 


will head to the south to a room with 
several large starfish and two columns 
you can use for cover. Try to keep the 
enemies at the sides of the screen, firing 
as you retreat if they start to 
overwhelm you. The doors will only 
open when the room has been cleared. 


The Manta Ray will swim around the 
room in a clockwise direction shooting 
mines from its mouth. Use the LI or RI 
button to slide as you fire at it. When 
you've depleted half its energy, it will 
split into two smaller Manta Rays. These 
guys are more tenacious than the big 
one and will head straight for you! 


Sparx a rapid-fire power up. Continue to 
the northeast, taking out the shell which 
appears to be spawning the starfish. 


health, then head south. Once again, use 
the rock formation for cover. Grab the 
Gems in the corner before moving on. 
The path will now head to the west. 


Use your charge to outrun them, then 
turn and fire at the mini Manta Rays 
coming from their mouths. You'll have to 
eliminate both of them. Keep moving 
and don’t stop firing! Make sure you 
grab the final Gems by heading south 
before leaving via the Exit Portal, with 
Egg in tow.As a reward, Sparx will be 
given an extra hit point. 
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Seer MIDNIGHT MOUNTAIN HOME 


Enemies: 
Fodder: 


(D) Porta: To crysta ISLAND 
Ê) PORTAL To SUPER BONUS ROUND 
PORTAL TO DESERT RUINS PORTAL TO HAUNTED TOMB 


Sy CHT AL TO SORCERESS LAIR} (G) PoRTAL TO HARBOR SPEEDWAY 
© Ponar ro pino mines D TO AGENT 9's LAB 


Midnight Mountain Home, the final 
world. Be sure and grab the Gems by 
breaking the vases in the room behind 
you before venturing outside. 


Euy 
toat 


/ Bianca appears once again, only this time 


she offers to help you in your quest. She 
promises to open a hidden portal to the 
Sorceress’ lair, once you obtain more 
Eggs (100, to be exact). 


These lizards are fodder, so flame or Immediately outside the building where From the starting point, take the bridge Head back over the bridge to the first 
charge them to increase your health. you started from, turn to the left and to the left to another island. Moneybags island, then take the other bridge, 
Nothing protects you from falling off the destroy two Gem baskets. Look for a will free Agent 9... for a fee of 1,300 breaking the Gem baskets as you go. 
edge of these islands, so take care when series of steps behind them. Hop up to Gems. Since we need the simian’s There is a bulls-eye Gem container here 
running around. the top until you see an island in the assistance, you've got to bribe the bear. outside a portal that leads to Crystal 
distance. Glide over to it, hovering at the Pay him the Gems and enter Agent 9’s Islands. Don’t forget to look behind the 
end, and claim your first Egg. Lab. Once you've finished his level, use portal for more Gems. 
the Rocket to return to Evening Lake 
Home. 
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The path to the right leads into a 
structure but, on the bridge to the left, 
you'll spot a Thief carrying an Egg. Get 
him! In order to catch him, you'll have to 
charge as close to the edge as you can 
without falling into the abyss. 


It may be easier to chase the thief in a 
counterclockwise direction down the 
bridge instead of heading up it.As usual, 
flame the Thief when you get close 
enough and he'll drop an Egg. 


The giant centurion’s helmet is a portal 
that will take you to Desert Ruins. 
Before entering, make sure that you 
acquire all the Gems in the surrounding 
area. 


While facing the Desert Ruins portal, 
examine the wall on the right side and 
look for a crack. Charge it to break a 
hole in the wall. You'll spot an Egg on an 
island in the distance. Glide to the island 
to grab it, then use the whirlwind to 
take you back to the main island. 


Head to the left, grabbing Gems as you 
hop up a flight of stairs. The large door 
to your left is the entrance to the 
Sorceress’ Lair that Bianca told you 
about earlier. It will open just as soon as 


Immediately opposite the wooden door 
is an archway. Glide across the purple 
ooze to the small platform and take the 


Egg. 


From here, you can jump or glide down 
to another area. The large cobra head 
acts as the portal to the Haunted Tomb 
level, but you must have 70 Eggs to open 
it. 


you have recovered 100 Eggs. 


Grab the Gems in the room and jump 
over to the Haunted Tomb portal. You 
can walk around either side of it to the 
back, where a few Gems are hidden. 


Leave the building and head on up the 
hill with the Gem baskets arranged 
neatly on the edge. Don’t forget the 
Gems on the second set of steps leading 
back up to the Sorceress’s Lair. 


Break the bulls-eye Gem container near 


an old-looking house. That house turns 
out to be the entrance to the Dino 
Mines level, and will be open once you 
have obtained 80 Eggs. 


Continue heading up the hillside.At the 
foot of the bridge, you'll spot a wooden 
sign with Sparx’ picture on it. Yep, this is 
where you'll be able to access the 
Bugbot Factory bonus level, but only if 
and when you defeat the Sorceress. 


Gem vases, the steps lead to an empty 
alcove. The cracks in the floor look 
suspicious, however, so headbash the 
ground. 


across the purple ooze stream to a 
small piece of ground on the very edge. 
Use the å button to look over the 
abyss to your left. You should spot a final 
island there. 


To the left of the wooden sign, past the 


The floor gives way, and you find 
yourself in a small cavern with several 
Gems and another Egg. After collecting 
everything, ride the whirlwind back up 
to the top. 


SS en 


door is boarded shut.The icons indicate 


that you must obtain all 15,000 Gems 


and 149 Eggs, finishing the regular‘game, 


before the Portal will open. For now, 
glide back to the island ahead. You've 
completed the tour — now it’s time to 
find those Eggs! 


PORTAL TO 
HARBOR SPEEDWAY 


GOT GEMS? 


Across the bridge is the portal to 
Harbor Speedway. You'll need 90 Eggs to 
open it. Look behind the portal to 
collect more Gems. 


BACK AFTER FIRST 
SORCERESS BATTLE 


managed to beat the Sorceress in battle. 
Good for you! But, did you really think 
you could get rid of her so easily? 


Remember the boarded-up Portal? It 


requires 149 Eggs to open, so you're 
missing one. Moneybags has the final 
Egg, but he plans to sell it to the 
Rhynocs. Charge after the greedy ursine, 
flaming him as he follows the path that 
the Thief did earlier. 
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With each blast, Moneybags will drop 
Gems directly into your path. In order 
to get all of them back, you'll have to 
run several laps. Continue flaming him 
until he finally gives up all the Gems and 
the 149th Egg. 


Now that you have all 15,000 Gems and 
149 Eggs, head up towards the Harbor 
Speedway portal and glide across to the 
island where the Super Bonus Round 
portal awaits. Say goodbye to Midnight 
Mountain! 


MIDNIGHT MOUNTAIN WORLDS 


CRYSTAL ISLANDS 


LEVEL START J) MANIE 


W LLovD D TO HANK 
@ TO ELLOISE 


Character(s): Spyro 
Bentley 
Entry requirements: None 
Fodder: Turtles 

Enemies: Crystal Flower (Flame) 
Flying Beaver (Flame) 
Crystal Bear (Flame) 
Octopus (Charge) 


e and his fellow wanna-be wizards have 
accidentally turned everything to crystal 
while trying to practice the magic they 
stole from the Sorceress. The good 
news is that they've learned enough 
magic to help you on your quest. 


&€ Marvelous Magnifico explains that 
h 


collect the Gems. Charge the Octopi 
and the Gem vases. Carefully make your 
way back to the surface — if you jump 
out too far, you might glide off the cliff! 


On this narrow ledge you'll encounter Take the Gems from the small steps off Jump up and flame the Flying Beavers on The Great Zamboni creates floating 


the level’s first enemies. The Flying the back of the ledge before gliding over either side of the magician, then dive crystals that you can use to cross the 
Beaver doesn’t stay on the ground, so to the next island. Try to flame either into the water to break vases and water and reach the tunnel on the other 
jump up and flame him. The Crystal the Crystal Flower on the left or the collect the Gems. Don’t forget to take side. Zoe saves your progress here. In 
Flower drinks a potion before slamming blue Crystal Bear in the center on your out the Octopi by charging them. Now the next area, look for a Crystal Flower 
it down, creating a shockwave that way down. Charge the vases and take all jump back out on the bank and talk to directly ahead, a Crystal Bear to the 
hurts. Jump to avoid the wave and then the Gems before entering the doorway the Great Zamboni. right, and another Crystal Flower up the 
flame it. and heading up the steps. steps. Collect the Gems before moving 


on. 
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you can see another 
small island with an Egg on it. Glide over 
and grab it. You can’t Glide back up to 
where you started from, so Glide back 
down to the bottom island and re-trace 
your path. You'll have to talk to the 
Great Zamboni again to get him to 
create the crystal steps for you. 


across the new bridge. The Astounding 
Arturo needs you to flame the Crystal 
Bear out of the way so that he can 
perform a magic trick. After doing so, 
dive into the water and charge the Gem 
vases and Octopi. Lastly, leap out of the 
water onto the side bank and flame the 
Flower. 


Following the first hill, the slide curves 
to the right. It is important not to 
overcorrect, which is difficult since you 
can’t see where the slide is going. Down 
a small hill, the slide curves left through 
a tunnel. Stay on the right side, which 
has guardrails, since the left side of the 
slide does not. 


The second time around, head up the 
steps and glide over to the Fantastic 
Frederico standing next to a bulls-eye 
Gem container. After breaking it open, 
flame the two Crystal Bears and then 
drop into the water. Charge the bottles 
and the Octopi for more Gems. 


crystal steps. Before jumping all the way 
across them, flame the Flying Beavers off 
to the sides. If necessary, glide at the 
creatures to flame them. Even though 
you'll land in the water, the crystals will 
remain for you to jump back on top of 
them. 


Whenever there are barriers on the 
edge, you can bump against them to 
remain on the curve. Don’t worry too 
much about trying to hit the Gems.As 
long as you remain close to the center, 
Sparx will collect them for you as you 
slide down. 
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You'll have to speak to 

again to get him to create the 
whirlwind. Ride it up and over to area 
full of Crystal enemies — two Flowers 
and a Bear. 


Magnificent Marvello. He presents you 
with an Egg for reaching the crystal 
tower, then he opens the Exit Portal 
back to the Midnight Mountain Home. 


The slide curves to the right, then to the 
left. Try to focus on the dark center of 
the slide and ignore the fact that there 
are no guardrails here! One more hill, 
then a U-turn, and finally a curve to the 
left and you will reach the bottom. You 
should get a medal for passing that 
challenge, but you'll have to settle for an 


Speaking of bears, jeybags 

once again cheat you out of your hard- 
earned Gems. He wants 1,000 of them 
to create a bridge. That's sort of 
expensive, but what can you do? 


Gem baskets, you'll spot a warp door. 
Enter it and you'll find yourself at the 
top of a very slippery slide! You can’t 
jump while on the slide, but you can 
move from side to side. Try to stay in 
the very center (the darkest part). Using 
the D-pad gives you better control. 


On the other side of the tower, you can 
see an island with something on top of 
it, Glide over there to check it out. It’s a 
locked Gem container, but you don’t 
have the Key. Drat! Looks like you'll 
have to come back later. 


You can’t jump back up to the tower. You'll find yourself in control of Bentley. You don’t have much time to get rid of If you see a purple hat, however, hold 


Fortunately, there is a whirlwind here. 
Ride it over to an island with another 
warp door near Bentley's sign. Entre 
vous! 


Don't stand in one place, but walk 
towards the center of the area so that 
there will be more moles all around you 
to whack. Unless you only have one or 
two left, don’t follow the moles as they 
run away. Instead, face the holes where 
you spotted them about to come out 
and smash away.Whack 20 and an Egg is 
your: 


to the area behind it and flame the TNT 
bottles in order to collect all the Gems 
up here. Looks like there’s an Egg sitting 
on top of the second doorway. That's 
the last one, so grab it. Now, jump back 
down to the main floor of the island 
below. 


Head to the right and push the box out 
of the way before smashing open the 
Gem containers behind it. Now, push 
the other box and walk over to the 
Amazing Randini. He can’t put on his 
show due to some pesky moles. Did 
somebody call the exterminator? 


Collect all the Gems by smashing 
baskets before returning to the warp 
door.As Spyro, walk through the 
Superfly Power-up gate and take flight. 


whirlwind once again. Cross Moneybag's 
bridge (you already paid the toll) and 
jump up the crystals to return to the 
tower. 


the moles. Look for the holes to appear 
in the ground. If a brown furry thing 
pops its head up, get ready to smash it 
with your club when it emerges. 


A flying Thief attempts to elude you in a 
plane. The blue stars will give you a 
turbo boost to help catch up to him. 
Cut around the opposite side of the 
mountain if necessary.When you are 
close enough to flame him, you'll be 
given the Egg he was carrying. 


container, did you? Glide over to it and 
it will automatically unlock since you 
have the Key. Ride the whirlwind to the 
Superfly Power-up gate, and use your 
wings to fly back to the tower. 


your club! Whacking a magician is bad 
luck (especially if you are the magician), 
and you'll have to start over from the 
beginning. 


Use the Superfly gate once again. 
Straight past it is another crystal island 
with two yellow doorways. Fly around 
to the one on the right and land on the 
very top. Isn't this a great place to hide a 
Key? 


the Superfly Power-up to track them 
down quickly and easily. With the level 
cleared, take the Exit Portal back to 
Midnight Mountain. 
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MIDNIGHT MOUNTAIN WORLDS 


DESERT RUINS 


Character(s): Spyro 
Sheila 
Entry requirements: None 


O ro save 
@ TO LESTER & PETE 


Fodder: 


Lizards 


Enemies: Scorpions (Flame or Charge) 
Large Scorpions (Flame) 
Firebreather (Charge) 


When it rears back to shoot flames, 
jump to avoid getting scorched. Press 
the X button again in the air to glide at 
the Large Scorpion and quickly use your 
flame to destroy it. 


On the bridge ahead is a Firebreather. 
When he heats up the bridge to a 
glowing red, you will take damage if you 
walk onto it.Wait until the bridge has 
cooled off, then charge across it and 
directly into the Firebreather. 
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girlfriend Tara. Seems that she has gone 
off to raid some tomb and hasn’t come 
back. Charge or flame these two 
Scorpions here. 


You can’t swim in the green ooze, so 
jump and glide over to the pedestal. As 
soon as you land on it, it starts to sink. 
Quickly jump and glide off the opposite 
side to dry land. There are a few more 
Scorpions, including a large fire-spitting 
variety. 


Climb the ladder and take out another 
Large Scorpion. Glide over to the next 
bridge just as you see the Firebreather 
heat it up. By the time you land, the 
bridge will have cooled down, allowing 
you to charge across it and take out the 
metal maniac. Zoe zaps you on the 
other side. 


Jump and glide from one sinking 
pedestal to the other, and finally to the 
ground ahead. Don't pause, or you'll end 
up in the green ooze. If a Scorpion gets 
in your way, flame it as you head through 
him. 


Once you've crossed the ooze, look to Turn around and jump over the ooze, Another Firebreather awaits. Take it out, You should spot a giant arm floating in \ 


the right and glide across to a metal 
platform with another Firebreather 
standing on it. Charge him, then glide to 
the land in front of the entrance to the 
tomb. Flame the Large Scorpion waiting 
there for you. 


Walk to the fingertips and then glide 
across the ooze to the ground ahead. 
Up two steps to the right you'll find an 
Egg. Now glide across the ooze to the 
two Gem baskets on a ledge. From 
here, you can head left to an ooze-filled 
cave or right to a warp door near 
Sheila’s sign. Let's head to the right first. 


Glide back to the opening of the ooze- 
filled cave. You've got to make a series of 
tricky glides to sinking platforms. Just 
don’t stop — as soon as you land on the 
first one, move to the other side and 
glide again. Hover at the end of the jump 
and flame any Scorpions that may 
appear on the platforms. 


using a small island to reach a bulls-eye 
container at the bottom of a ladder on 
the other side.After headbashing the 
container and grabbing the Gems, climb 
up the ladder. Take a right turn when 
you reach the top. 


Inside the warp door, you'll find yourself 
playing as Sheila in a scrolling landscape. 
Use the X button to jump, press it twice 
for a double jump, and press the & 
button in mid-air to come crashing 
down on the Scorpions and other 
enemies. Watch out, as they'll be 
shooting at you! 


then charge or flame the Extra Life 


Bottle. Jump to the highest step and turn 


to the right to look out over the green 
ooze. 


the ooze below. Jump off the ledge and 
glide down to it, hovering at the end if 
necessary. 


Be careful not to fall in the green ooze. 
Either jump or double jump over the 
gaps and off the sinking platforms. Use 
the @ button to kick the enemies. 
About half-way through this level you'll 
come across an Egg. 


Continue forward to the right, kicking 
or stomping on enemies and jumping 
the gaps. Brings back memories, doesn’t 
it? Be sure and collect the Gems in your 
path.At the very end, near the exit door, 
you'll pick up one more Egg. 


You'll have to hover to reach the final 
island where another Scorpion must be 
taken care of.Whoa, Nelly! There's an 
Egg here! Take it and glide over the ooze 
to a walkway on the far wall. 


Grab the additional Gems and take out 
another Scorpion. Now, look for a crack 
on the wall near the entrance to the 
cave. Charge the crack to open up a 
secret passage. 


nee 


Follow it all the way to the end, mindful 
of an ooze pit, where it deposits you 
near a gold Key. Do not attempt to glide 
to the bridge ahead from here! Instead, 
glide to the left side and then make your 
way across the bridge back towards the 
beginning of the level. 


Ls 
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In the area with the head and two 
hands, look for a set of steps to the left 
side. Jump up to the top and the Key will 
automatically open a locked Gem 
container. From the one hand, you can 
glide across to the other in order to 
obtain a few more Gems. Now its 
across the bridges and back over the 
ooze we go. 


Up a short set of steps to the right 
you'll find yourself outside the temple... 
and in front of Gus’ lost girlfriend. She 
looks familiar. Tara gives you the Egg for 
your troubles before opening the Exit 
Portal to Midnight Mountain Home. The 
giant helmet also opens to allow passage 
to the start of the level. 


Dive down into the water and you'll 
encounter Hunter, who tells you about 
his new underwater missile launchers 
mounted on a manta ray. Take the reins 
of the ray and shoot down the eight 
Rhynocs riding on the backs of 
mechanical sharks. 


Before entering the tomb, there is one 
more Gem container to acquire. Climb 
the ladder where you found the bulls- 
eye container, and Glide across to the 
hand sticking out of the ooze. From 
here, glide to a ledge on the other side, 
where another bulls-eye container 
awaits. Now, Glide back over to the 
tomb. 


Grab the Gems outside before 
returning to the temple. Take out the 
Scorpion near the three ladders. As you 
walk over to them, you'll notice that 
one ladder will heat up courtesy of the 
Firebreather above. 


Don't forget to target the Gem 
containers on the columns. The Rhynocs 
will also fire back at you, so if you see 
one turn to shoot, quickly swim out of 
the way. 


Walk inside and talk with Moneybags, 
who wants 800 Gems to jog his 
memory of the password that opens the 
door. Once inside, watch for a group of 
Scorpions. Flame or charge them and 
then head towards the glowing floor 
with the Large Scorpion and 
Firebreather. 


Climb a different ladder than the hot 
one, moving left and right as you climb 
so as to avoid the Firebreather’s heat. 
When you reach the top, charge him. 


Keep in mind that the Manta’s launcher 
only fires one missile at a time, 
alternating between the left and right. 
When the enemies have been 
destroyed, an Egg will be yours. 


Jump to avoid both the hot floor and 
the Large Scorpion’s fire. In the air, flame 
the Large Scorpion and then charge at 
the fire Firebreather. You should be able 
to take both of them out before landing. 
Glide down into the next room and 
charge the Firebreather in mid-glide. 


Take out the Large Scorpion and turn 
the corner to the left. Before jumping 
into the hole in the floor, turn and Glide 
over to an Extra Life Bottle and a Gem. 
You'll have to retrace your steps, but at 
least all the enemies have been 
destroyed. Now, drop down into the 
hole and enter the warp door. 


Use Sparx to help you locate any 
remaining Gems by pressing L1, R1, L2, 
and R2. If you forgot to destroy the 
Gem containers, return to Hunter and 
ride the Manta Ray once again.When all 
the treasure has been collected, leave 
through the warp door. Head outside 
the tomb and use the Exit Portal. 


MIDNIGHT MOUNTAIN WORLDS 


HAUNTED TOMB 


LEVEL START \ CHRISTINE 


WILL @ TO M.J. & TJ. 


Character(s): Spyro 
Agent 9 
Entry requirements: 70 Eggs 
Fodder: Hermit crabs 
Enemies: Mummy Rhynocs (Flame or Charge) 
Jackals (Charge) 
Rock Monsters (Shoot) 


Dan asks you a riddle as you enter the 
tomb. Don’t worry — you'll have awhile 
to think about the answer. Charge or 
flame the Mummy Rhynoc before he 
beats you with his staff. Now, break the 
baskets and vases to collect the Gems. 


y Where's the door? See that blue switch 


on the ground? Walk over it and it will 
trigger a door ahead. You had better 
move quickly, however, as it will close on 
you after a few seconds. Step on the 
next switch while heading down the 
stairs. 


In this next room you'll encounter Rock When one throws an explosive your The explosives can also be used to If you venture inside the dark tunnel 


Monsters who throw explosives at you. way, jump and it will pass under you. destroy other items — namely, the gold where the water is coming from, Sparx 
They can’t be charged or flamed, but Then, turn to grab it in your mouth,and sarcophagi which the Mummy Rhynocs will find an Extra Life butterfly. 

they can be destroyed with a taste of fire it back! emerge from. Grab an explosive and run 

their own medicine. back to the very first room in the level 


to destroy the sarcophagus and obtain a 
Gem. Now, return to this room and 
blow up some more of them. 
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the Rock Monster at the top. Glide 
across the passageway, landing on the 
ledge to the left. 


To the right of the first sarcophagus in 
the next area is a ladder which leads to 
a raised platform. Once you've climbed 
it, you'll have to quickly charge the 
Jackal. Retreat and let the Rock Monster 
throw an explosive your way.After 
blowing him up, you can take the Egg 
before dropping back to the ground. 


The hovercraft is pretty difficult to 
control without traction. Use the @ 
button to fire a straight shot at your 
four opponents. The W button will lob a 
shot over the fire pots, and holding LI 
or RI will allow you to move in one 
direction while firing in another. 


bottle can be found to the right, and 
more Gems appear ahead. Dodge the 
falling boulders by avoiding their 
shadows. Drop down into the 
passageway and charge the Jackals 
guarding the exit door. 


CIAL STRATEGY GUIDE 


open the exit. Before destroying the 
Rock Monster on the right, get him to 
toss an explosive your way and use it to 
destroy the first sarcophagus. Repeat 
this process until all of the sarcophagi 
are destroyed, then blow up the Rock 
Monster. 


The switch to open the door ahead is 
located on the right side of the columns. 
Watch for falling rocks! This next room 
is being bombarded. Take it slow and 
easy so that you can make a quick turn 
if a shadow appears in front of you. 
Sparx will pick up the Gems for you. 


Charge the Jackals near the exit. Take a 
thrown explosive back to blow up the 
Rhynoc Mummy's home, then wait for 
another one to use against the Rock 
Monster.When he's been taken care of, 
break the Gem vases.Activate the floor 
switch on the other side of the room 
and charge back up the steps before it 
closes. 


You can only take as many hits as Sparx 
is healthy — up to four. Point-blank 
shots are not advised as your opponents 
will shoot you at the same time. Try to 
shoot from a distance, leading your 
opponents into the shots, and use LI/RI 
to dodge. Keep in mind that it takes a 
few seconds to reload after firing a shot. 
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More debris falls from the ceiling in the 
next room. Get in range of the Rock 
Monster, grab a thrown explosive, and 
jump up the steps to tag him with it. The 
switch for the exit door is on this first 
step. Don't forget to break the vases 
and collect all the Gems before leaving. 


Just beyond the Mummy Rhynoc’s 
sarcophagus, you'll spot stairs leading to 
a warp gate. Go ahead and enter it and 
you'll come face-to-face with Jamal. He 
gives a simple math test to see if you are 
qualified to compete in the demolition 
hovercraft competition. Thankfully, it is 
multiple choice. Choose “twelve.” 


If you can survive the first round, Jamal 
awards you with an Egg. Now get ready 
for Round 2! This time there are a total 
of 10 enemies, so you won't have much 
room to hide. Strafe left or right from 
your starting gate, trying to take out the 
Rhynoc hovercraft on either far side of 
the arena. 


Head over the bridge to one of the 
smaller areas, watching out for Rhynocs 
hiding behind fire jars. Lob a shot over 
them or hit them from a distance if they 
stick out. Your aim is to clear out one of 
the side areas and then use it as a base 
for yourself. 


Turn and face the arena, using normal 
shots to pick off enemies from a 
distance.Avoid their return fire with LI 
and RI.When all the enemies in the 
main arena have been eliminated, slowly 
move forward and target the remaining 
enemies in the other two side areas. 


Unfortunately, if you were hit in the first 
round, you don’t start with full health in 
the second. Keep playing until you get 
the hang of the movement. You'll also 
have to anticipate the trajectory of your 
shots. If you can survive the onslaught of 
10 opponents, Jamal gives you one more 
Egg. Now, return to the main level. 


sAn eg 
A treasure chest 
A bandicoot 


Use the explosive on the Mummy’s 
home, then on the Monster before 
heading up the Gem-covered steps to 
the next room.Allgeier is straight ahead 
to ask your answer to the riddle [Hint: 
The answer is the name of the very 
thing he'll give you when you answer 
correctly]. He opens the Exit Portal 
before leaving. 


Climb the ladder and you'll find yourself 
on another slide! Fortunately, this one 
isn’t as long. It follows an “S” curve, and 
there are a handful of Gems which you 
can grab on your way down.An Egg is at 
the very bottom.After you've obtained 
it, glide back to the main path where the 
boulders will start falling. 


9's sign. Inside, Ali will ask our monkey 
hero a riddle.Footsteps” is the answer. 
Now you've got to make tracks of your 
own through a series of rooms filled 
with enemies. The camera pulls back to 
give you a better view. 


[= 


who start moving towards you. Shoot 
first and ask questions later. After you've 
taken a few of them out, start moving 
towards the open direction and then 
turn to fire at the approaching snakes. 
When they rear their heads back, 
they're about to spit poison. 


destroyed, you will be allowed to enter 
the next room.Along with cobras, the 
yellow room contains baskets that 
spawn more of the snakes. Target the 
baskets as well as the snakes to make 
quota. In the next green room, 
Mummies are added to the mix. 


/ In the blue room, you've got to shoot Stay towards the center of the room If you keep moving and continue firing, That’s all the Gems and Eggs to be \ 


the sarcophagi as well as the mummies. 
The purple room adds Rock Monsters 
for a deadlier touch. 


and clear out the other creatures first. 
Then, grab the explosives and press the 
m button to throw them back at the 
Rock Monsters. 


you should be able to survive. It helps 
that your laser beams ricochet off the 
walls, and you can use LI or RI to strafe 
when necessary.After the caves have 
been cleared, Ali presents you with an 
Egg. 


PRIMA 


found in the tomb.As usual, if you are 
missing anything, let Sparx be your 
compass. Remember that the sarcophagi 
all yield Gems, so leave none of them 
standing. Use the Exit Portal to return 
to Midnight Mountain. 


GAMES.com 


Character(s): Spyro 


Agent 9 

80 Eggs 

Hermit Crabs 
TNT Dino (Flame) 


Entry requirements: 
Fodder: 
Enemies: 


CIAL 


LEVEL START 
D rmi 


Gunfighter Dino (Flame) 
Gattling Gun Dino (Charge) 
Seahorse (Charge) 


MIDNIGHT MOUNTAIN WORLDS 


) pan 
D TO ELLIOTT 
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Before entering the jail, collect the 
Gems from the baskets outside.The 
cactus holds a secret — when you flame 
it, it will relinquish a Gem. Head back to 
the very start of the level and flame the 
cactus there as well. Turn so that the red 
building is on your right, and walk to the 
edge of the cliff. 


wns 


Glide out over the abyss, turning around 
the corner of the building. You'll have to 
hover at the end of your glide to reach a 
secluded dirt patch. Take the Egg located 
here and stock-up on some Gems while 
you're at it. Don’t forget to flame the 
cactus! 
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Once inside the jail, you'll speak with 
Sheriff Wyatt, who explains that the 


Dinos have locked him in. It's up to you. 


DINO MINE. 


here's a Gunfighter Dino straight 
ahead. This town ain't big enough for the 
two of ya, so charge towards him and 
flame him before he has a chance to fire 
his guns at you.A second and third 
Gunfighter appear behind him. Flame 
them also, as they are too big to charge. 


ith the immediate threat ended, 
watch for the TNT Dino in an alley. He 
can’t shoot at you from afar, but he is 
able to toss lit dynamite in your 
direction.Avoid the TNT and then flame 
him before he gets a chance to throw 
another one your direction. 


Head out the back door and quickly 
take care of the TNT Dino up the steps 
there. Look for a bulls-eye container in 
an alcove to the right. 


J 


Before crossing the bridge, head to the 
left around the building and flame the 
TNT Dino hiding back there. Take the 
nearby Gems, and don’t forget about 
the cacti on the edge of the cliff. 


Zoe zaps your progress here. Take out 
the two Gunfighters before collecting 
the wealth of Gems nearby.As usual, 
flame the cactus and charge the Gem 
vases. Now, enter the flooded mine and 
dive underwater. 


Charge around the corner to the right, 
flaming a TNT Dino.There’s a bulls-eye 
container here, a cactus, and more 
Gems to collect before venturing out on 
the bridge towards another Gatling Gun 
Dino. 


Draw the Gunfighter’s fire from a 
distance and run to avoid the bullets. 
When he stops firing to re-load, charge 
towards the bridge and flame him 
before he has the chance to get off 
another shot. Ditto with the TNT Dino 
against the building. 


The flooded mine is full of floating TNT 
crates and Seahorses who won 
hesitate to shoot at you. Charge the 
enemies while avoiding the boxes, then 
collect all the Gems from the ground. 


You don’t have much room to dodge his 
bullets, so jump over the spray as you 
head straight for him. Charge him and 
then flame the Gunfighter behind him. 


Inside the building, you'll face a new 
enemy in the far corner — a Gatling 
Gun Dino. He fires a trail of bullets 


which you must jump until you get close 


enough to charge him. 


One of the mine's walls has a tell-tale 
crack in it. Charge the weak spot and it 
will break open to reveal a secret area 
containing Gems and an Egg. Now, swim 
back outside and head all the way to the 
right, until you reach a dead-end with a 
submerged wagon wheel. 


Jump up the steps around the giant 
cistern, and enter the tunnel where you 
spot the lit torches.A Gem vase is 
against the wall. When you charge it, 
you'll charge through the back wall. 
Oops! 


Check the fireplace for an Extra Life 
bottle before leaving through the back 
door. 


Surface here and get ready for some 
serious gunplay! After Zoe saves your 
place, charge forward and flame the 
Gunfighter. Now, turn to the right and 
start jumping to dodge the bullets from 
a Gatling Gun Dino before you get close 
enough to charge him. 


As it turns out, it looks like you found a 
way into the jail cell! Sheriff Wyatt gives 
you an Egg before opening the Exit 
Portal. 


Turn around and head back towards the 
cistern. Climb the ladder to the top and 
dive down to the bottom. Charge the 
Gem vases before entering the warp 
door. Deputy Holiday tells you about an 
Egg located at the end of the tunnel. 
Unfortunately, it won't be easy to get to. 


There's no getting around the fact that 
you'll end up trying this challenge over 
and over until you memorize the 
location of the obstacles. Don’t give up! 
When you reach the end of the tunnel, 
you'll grab an Egg. 


You have unlimited ammo, but can only 
take four hits before dying. Your health is 
represented by the number at the 
bottom of the screen. Keep an eye out 
for Rhynocs to charge-in from the sides 
of the screen, as they don’t always 
appear from up ahead. 


TRINN 


Stay in the center of the tunnel as you 
are pulled forwards. You've got to avoid 
the wood as well as floating TNT boxes. 
Hug the left-hand wall as you turn the 
first corner. 


Back at the surface of the cistern, jump 
out to the edge. Glide across the chasm 
to the ledge on the other side, where an 
Agent 9 sign denotes a warp door. Walk 
on inside and Deputy Roy tells you 
about the Bailey gang riding into town. 
There's gonna be a shootout in the 
Jurassic Corral! 


Watch the roofs for more Gunfighters, 
and blast the red Rhynoc for an Extra 
Life/health boost.When the entire Bailey 
gang has been sent six feet under, 
Deputy Roy gives you an Egg for your 
valor. 


After turning to the right, you'll want to 
stay to the right to avoid falling timber. 
Swim high to avoid the stack of wood, 
then drop down again. 


This challenge is an on-rails shooter. 
That means that you'll see the action 
from a first-person perspective, and 
you'll have no control over where the 
game leads you. The D-pad or Left 
Analog Stick will only move the 
targeting cursor. Line it up on the 
enemies that appear and use the @ 
button to fire. 


You've still got control of Agent 9, only 
this time you are allowed to roam free. 
Wander back through the town to 
collect all the Gems you can find. Shoot 
out the windows looking for hidden 
goodies. In the room with the arched 
doorway, jump over the counter and 
you'll discover an Egg in the back room. 


Here's the hard part — falling rocks on 
the left, timber on the right, and a TNT 
crate in the very center. Swim above or 
below the crate.After the tunnel curves 
to the left, there will be a similar set of 
obstacles you can avoid by heading to 
the left side. 


Although you can break them open, 
don’t worry about the Gem baskets for 
now.When you see a blue TNT Rhynoc 
appear, always target him first. He'll be 
able to throw his dynamite faster than 
the others can shoot their weapons. 


With all Eggs and Gems collected, our 
work here is done, partner. Mosey on 
back to the jail and use the Exit Portal 
to return to the Midnight Mountain 
Home. It's about time for a showdown 
with the Sorceress herself! 


MIDNIGHT MOUNTAIN WORLDS 


AGENT 9's LAB 


1300 Gems 


Enemies: Laser Rhynocs (Shoot) 
Armored Rhynocs (Bomb) 


Meet the Professor near the force-field 
door. He'll tell you to target the control 
box up ahead to prevent more Rhynocs 
from coming out the door to attack. The 
button switches to a first-person 
camera view for more accurate 
shooting. 


In the first-person view, press the LI 
button to zoom out and the RI button 
to zoom in. Now, you can target the red 
control box. Quickly press the 4 button 
to switch back to the normal camera, as 
you'll be a sitting duck in the sniper 
mode. 


After you've cleared the area, continue 
ahead as the path curves around the 
island. More Rhynocs appear from the 
tunnel. Use the LI and RI button to 
strafe back and forth while shooting at 
them. Once again, you'll have to blast 
the control box near the door to keep 
it shut. 


re 


have taken over, and he asks your help in 
clearing them out before they reach his 
laboratory and destroy his research. 
Agent 9 controls a little differently than 
the other characters. The X button 
makes him jump, and he shoots his laser 
with the @ button. 


Professor once again. Shoot the 
dummies in this next area, but watch 
out for a Rhynoc hiding in the midst of 
them. Before moving forward, check out 
the small cave near the palm tree. You 
can’t open the metal container yet, but 
you can shoot open the Gem baskets. 


With the Rhynocs defeated, take a right 
through the entrance to the Professor's 
laboratory. Grab the Gems and shoot 
the Gem baskets before speaking to 
your boss. He'll activate the viewing 
pedestal so that you can take care of the 
Rhynocs hiding near the monitor. 
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Switch to the first-person camera mode 
while standing on the pedestal. When 
you spot a Rhynoc under the monitor, 
fire away! Zoom in if necessary, but be 
sure to Zoom out again to spot the next 
Rhynoc.When you've blasted all 6 
Rhynocs, hop up the steps towards the 
passageway, to the next room. 


Outside, the Professor suggests you use 
the vending machine to obtain bombs. 
Hold down the ™ button to move the 
targeting cursor.When it turns green, let 
the E button go and the bomb will fly! 
Just remember that you can only toss 
them a set distance, and you can’t walk 
while targeting. 


Bomb the metal Gem container here, 
then look up above to target balloons 
carrying Gem vases.As you head back 
towards the vending machine, you'll spot 
a few more balloons high above the 
island. Shoot them all down and grab the 
booty. 


Before heading to the far end, turn 
around and use the 4 button to spot a 
Gem vase hanging from a balloon in the 
monitor room. Tricky! Shoot it down 
and collect the loot. The Professor 
meets up with you near the force field, 
advising that the machine room has 
been overrun by birds! 


That gives Agent 9 an idea. Grab some 
bombs and take them all the way back 
to the cave at the beginning of the level. 
On your way back, you'll spot a balloon 
carrying a Gem vase high in the air. 
Target it with your laser. Inside the cave, 
target the metal Gem container with a 
bomb and grab the goodies. 


Use the first-person camera and zoom 
buttons to target them in their nests. 
You can hit all six of them from the 
doorway, as your shots can pass through 
the side edges of the nests. When the 
room has been cleared of birds, the 
Professor gives you an Egg. 


Back near the vending machine, there is 
another metal Gem container on a rock 
formation out of reach. Use a bomb to 
break it open, collecting the Gems 
which drop to the ground below. Stay 
just out of range of the three Rhynocs 
near the force-field door. Pick them off 
one at a time by tossing bombs in their 
direction. 


The Professor turns on the generator, 
only to watch as more birds appear! 
Once again, switch to first-person view 
and target them in their nests and as 
they fly around the room. You'll have to 
take out |2 of them before heading 
outside. Don’t forget to shoot the Gem 
baskets and collect all the loot from the 
room first. 


The Professor opens the next force- 
field door, allowing you to throw bombs 
at three more Rhynocs on the other 
side. The archway roof makes it more 
difficult to arc your bombs.When the 
last Rhynoc has been destroyed, the 
Professor gives up another Egg before 
opening an Exit Portal. 


On the other side of the force field you 
can see a machine with a red control 
panel on it. You cannot shoot your laser 
through the field, but he can toss a 
bomb through the opening in the 
doorway. Use the targeting cursor to 
help you.With the machine out of 
commission, the force field will drop. 
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Shoot the Gem baskets and bomb the 
metal Gem container in this next area. 
Look for a notch in the wall overlooking 
the sea.A gang of Rhynocs are boating 
here. Use your sniper mode to take 
them out while standing on the shore. 
The last Rhynoc drops an Egg as it 
crashes into the shore. 


If you are missing any Gems, press L1, 
R1,L2,and R2 if you need Sparx to 
point you in their direction, like a 
compass. Now, use the Exit Portal to 
return to Midnight Mountain Home. 
You'll need Agent 9’s assistance in the 
Fireworks Factory level of Evening Lake, 
so use your rocket ship to return to the 
prior world. 


HARBOR SPEEDWAY 


Gems: 300 Eggs: 3 


After the gates, your next targets will be 
the Lobsters directing air traffic with 
their flashlights. Nothing tricky about it. 
Just follow their path, try not to crash- 
land, and flame away as you approach. 
They, too, will cough up Gems. 


Character(s): Spyro 
Entry requirements: 90 Eggs 


Enemies: 


The final targets are fish out of water — 
literally! Depending upon where you 
first encounter them, you might get 
thrown off. They don’t stay on the ocean 
but instead drive their little hovercraft 
up onto the land. Flame them as they 
circle around the island. If you can beat 
the timer, an Egg will be awarded to you. 


Fodder: None 


None 


Next up is a race against the Blue- 
footed Boobies.As always, the red dots 
mark the path through the rings. Miss 
any of them and the race will end. The 
red stars give you rockets to fire at the 
Boobies, and the blue stars provide a 
temporary turbo boost. 


The final speedway level takes place in a 
foggy harbor, but the goals are the same 
as always. Start with the Time Attack 
mode. Your first targets are the flying 
Seagulls. Flame them in their feathery 
behinds, causing each of them to give up 
a Gem as they crash and burn. 
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Following the Seagulls, you'll see a bunch 
of gates which you must fly through.Aim 
for the center so as to obtain the Gems. 
You don’t want to fly too low through 
them, or else you will land. Should this 
happen, quickly press the X button 
twice to start flying again. 


Lap 4/3 


Cut outside the red dots to grab the 
stars, such as the blue star on top of the 
boat on the first corner and the red star 
on the island. Use the @ button to fire 
your rockets immediately. They'll head 
for the nearest opponent and will 
temporarily slow them down. 


row which is vitally important to hit if 
you want to catch up to the leader. 
Problem is, they are very close to the 
ocean surface. If you crash into the 
water, the game is over. 


True to her word, Bianca opens up the 
door to the Sorceress’ Lair once you 
have obtained 100 Eggs. Let’s go teach 
that ol’ witch not to mess with 
dragons... especially the short, purple 
variety! 


Use the D-pad or Left Analog Stick to 
adjust the firing angle. When the 
Sorceress stops moving, you'll have a 
clearer shot... but so will she! If she hits 
you with a fireball, you'll lose the cannon 
as well as some health. Run around the 
arena and find another cannon, and 
charge or flame the sheep for a health 
boost. 


“MY `“ 


the second and third docks which will 
give you a turbo boost and a missile. 
After coming up for the ring, you can go 
back down to reach the blue star in the 
tunnel. However, be prepared for a 
sharp left turn through the island. Finish 
in first after three laps, and you get an 


Egg. 


either mode, fly over to it and enter. 
Hunter is inside, and he'll tell you 
another outlandish tale about (what 
else) a sheep flying saucer. In this mode, 
you are not actually trying to destroy it. 
You've just got to keep up with it. 


The first thing you'll notice is that 
neither your charge nor your flame has 
any effect on the Sorceress. Which 
means, for now, all you can do is run 
away! Charge around the edge of the 
circular platform to avoid the fireballs 
she shoots your way. 


saucer give you a visual reference where 
the craft is heading. If you can keep up 
with it for an entire lap around the 
island, it will crash-land and you'll be 
able to recover the Egg it drops. 


She'll also send some sort of energy 
balls flying into the air. Initially, you are 
able to out run them easily.After you've 
hit her a few times, they will rain down 
on you and do some damage. 


After you've managed to hit the 
Sorceress a few times, the balloons will 
start to drop tanks instead of cannons. 
You can maneuver them around the 
arena, using the LI/RI buttons to strafe 
to one side while firing at the Sorceress 
straight ahead. Try to launch a barrage 
into her path. 
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When the Sorceress’ life bar is depleted 
to 50%, the balloons will drop UFO's. 
Her attack will become more 
devastating, raining down energy 
spheres with a blast radius that can 
catch you if you are nearby. Look for the 
shadows and try to anticipate where the 
spheres will land. 


Agent 9 circles the perimeter, firing at 
the balloons to drop cannons down into 
the arena. Jump onto one of them and it 
will become solid, allowing you to fire at 
the Sorceress. She isn’t stupid, but will 
run away to avoid your shots. You've 
only got 10 cannonballs, so make your 
shots count. 


The UFO has a steep learning curve, so 
don't expect to be a proficient pilot 
immediately. The camera stays focused 
on the center of the arena. Pull back to 
fly up in the air, and then turn sharply 
and dive back towards the Sorceress 
while firing your laser. 


If she is about to shoot a fireball at you, 
pull up and break off the attack. 
Otherwise, you'll be shot down and 
must look for another UFO.You'll need 
to hit her three or four more times 
with the laser before the Sorceress is 
finally knocked into the lava to her 
doom. Or, is she? 


aa) 


Fire at the advancing ladybugs, using the 
LI/RI buttons to strafe. They're coming 
from a large blue beetle which Sparx 
can also destroy with his shots. Follow 
the corridor around to the right as it 
enters a circular room, shooting the 
key-carrying bug. 


Head south from the main room into a 
red corridor that curves down and to 
the right, blasting away at the armies of 
ladybugs. After taking out the large blue 
beetle, use your rapid-fire Power-up to 
help take out the green bugs in the 
lower area. The final key is here. Return 
with it to the door at the end of the red 
hallway. 


Her scepter turns out to be a final 
Dragon Egg.After collecting it, you will 
find yourself back in the Dragon World 
clowning around with Bentley. 
Congratulations on a job well done! 
With your quest at an end, sit back and 
enjoy the vignettes which illustrate the 
various fates of his friends. 


Pee | 
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This fast-moving green bug dodges left 
and right as he fires at you. Use the 
LI/RI to avoid his shots while firing 
continuously. There is a Power-up 
butterfly in the room to the left which 
will make Sparx invincible for a limited 
time. Use your power to hunt down tl 
key-carrying bug as you head to the 
east. 


As you enter, you'll come face to face 
with a robotic centipede. It weaves its 
way around the room, firing missiles at 
you while the ladybug and beetles look 
on. Dodge and weave around it, using 
the LI/RI to strafe as you fire at it. 
When its energy is depleted, it splits 
into two smaller centipedes. 


The final Sparx Bonus level is a giant 
factory where the Sorceress was trying 
to build robotic bugs to send against 
him.As usual, you've got to grab all the 
Gems and find the keys to open the 
door. 


In the large central room, the only door 
you can open is to the northeast. When 
you open it, the northwest door opens 
automatically. Take the key from the blue 
bug and use it to open up the purple 
room to the east. The southeast door 
will open automatically as you do so. 
Grab the Gems from all of the corner 
rooms. 


Concentrate your fire on one centipede 
or the other. The key is to stay in 
motion, firing from a distance, circling 
around to avoid getting hit by their 
missiles. 


This blue bug is carrying the key you 
need, but he won't give it up without a 
fight! Charge after him around the 
block, stopping to fire when you've 
caught up. Continue firing until he 
disappears, then grab the key and head 
through the force-field to the north. 


When Sparx opens the door to this 
room, he also frees the large blue beetle 
and its ladybug minions from behind the 
force-field in the center of the room. 
Circle around the room and take them 
out. 


When both smaller centipedes have 
been destroyed, you'll be awarded an 
Egg. Good job! Make sure that you 
collect all the Gems before leaving 
through the warp hole. 


2 SMEG S G2 MIDNIGHT MOUNTAIN WORLDS 
SUPER BONUS ROUND 


Character(s): 
Enemies: 
Fodder: 


WS SUPERFLY/FLAME GATE (18,500 GEMS) \) TO SUBMARINES (16,000 GEMS) 
(Q) To Fiat BATTLE AND YIN-VANG (20,000 GEMS) 


À 


You'll find yourself inside the Sorceress’ 
secret base, along with Hunter and 
Bianca. In order to battle the Sorceress 
one final time, you'll need to collect 
5,000 more Gems. Your first task will be 
to chase the Thieves around the island. 


n 


f Be careful not to fall into the ooze while 


chasing the Thieves. Flaming them will 
give you their Gems. Look for additional 
Gems scattered around the area and in 
containers you can break open. 


With 16,000 Gems, you'll be able to Target the enemy subs as before, firing There are a total of 7 Submarines to With 17,000 Gems, you can enter the 
enter the warp door to the submarine torpedoes when all three of your destroy, but it will take time. These warp door across from the submarine 
area. Hunter is here, and allows you to cursors turn red.The subs will relinquish enemies are highly maneuverable and area. Hunter is here once again. 

board a submarine for some more deep their Gems when hit. are capable of quick course corrections. He tells you that the Rhynocs have 

sea action. challenged you to another race. You will 


ride a snowboard along a circular track. 
Be careful — there are no rails, and it is 
a long way down! 
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immediately upon starting the race. 
Press the X button at the start of the 
ramp and push forward to flip. 
Depending upon your height, you can 
perform 4 or 5 complete flips.As a 
reward, your turbo power bar will be 
near-completely filled. 


the very top of the track at the next 
ramp. Catch up with the pack, passing 
through the blue stars for a boost and 
the red stars for rockets. If you can win 
the three lap race, you'll be awarded a 
chest full of Gems. Head back to the 
track afterwards to collect any missed 
Gems. 


There are a total of 7 UFOs to 
eliminate. If your Power-up begins to 
dwindle, head back to the gate and re- 
charge. Many of the enemy saucers will 
be flying low and off the island. 
Fortunately, your Superflame will be able 
to hit them from a distance. 


open this door at the top of the 
mountain.Across the bridge, you'll find a 
Superfly Power-up gate inside the tower. 


chasing the UFOs around the island. 
They, too, will relinquish Gems when 
you shoot them down. 


After successfully completing these four 
challenges, you should now have 20,000 
Gems in your possession. That's all you 
need to open the final door leading to 
the Sorceress’ inner sanctum. 


It’s you against the Sorceress, one-on- 
one, in a battle to the finish! No animal 
sidekicks, no magic, no cannons, no 
gimmicks — just a straight-up dogfight 
between two UFOs! 


When the Sorceress turns and starts to 
fire up her laser, take evasive action! Pull 
your ship up high into the air while 
making a banking turn, so that the 
fireball passes below you. 


Stay to the inside of the Sorceress as 
she turns. Don't fire directly at her, but 
instead shoot out in front of her vehicle 
so that she will travel into the line of 
fire. 


Continue pursuing her, breaking off the 
chase to evade her shots and then 
heading back after her. When her energy 
bar has been completely depleted, the 
Sorceress’ ship crashes into the ooze... 


Jump into your ship and begin the 
pursuit. The Sorceress will fly in circles 
around the arena. You've got to remain 
in the air following her, as you cannot 
land in the purple ooze below. 


„knocking loose one more Egg which 
lands at your feet.And that, dear 
readers, is the final Egg in the game! 
Congratulations! You've done it! Oops... 
who let the dogs out? 
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After defeating Ripto, 
Spyro the Dragon took a 
well-deserved, vacation. His 
rest was short-lived when soon 
afterwards the evil Sorceress 
stole all the dragon’s eggs and 
brought them back to her.realm — 
the Forgotten Worlds. 


Together with their old friends, Spyro~ — 
and Sparx head out on a rescue mission 
to bring back the dragon hatchlings. This 
time, they’ll need all the help they can get 
from new pals Sheila the kangaroo, Sgt. Byrd 
the penguin, Bentley the Yeti, and Agent 9 the 
monkey. 


Will you help Spyro and Sparx save the day? 
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